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This is a standard RPGA Network 
tournament. A four-hour time block has 
been set aside for this event. Begin by 
passing out the player characters; pass 
them out based on class only, not revealing 
gender or race. Instruct the players to leave 
the character sheets face down until you 
have read the introduction. Then, tell them 
to study their character sheets, select 
spells, and notify you when they are ready 
to begin the adventure. 

Inform the psionicist player that, while 
his character description contains many 
pages, most of those concern explanations 
of the various psionic powers. A ‘quick 
sheet' listing of these powers is provided. 
This player should not get bogged down in 
understanding all of the powers; personality 
and role-playing are far more important this 
round. 

It is a good idea to ask each player to put 
a name tag in front of him or her. The tag 
should have the player's name at the 
bottom, and the character's name at the top. 
This makes it easier for the players to keep 
track of who is playing which character. The 
actual playing time will be about three 
hours. Make sure you use the last 20 to 30 
minutes of the event time block to have the 
players capsulize their characters for each 
other and vote. 

The standard RPGA Network scoring 
procedures will be used. Complete the 
Judge's Summary before you collect the 
players' scoring sheets. This way you will 
not be influenced by their ratings and 
comments. 

The players are free to use the game 
rules to learn about equipment and weapons 
their characters are carrying. 


Adventure Introduction 


This is the final round of a three-round 
adventure, but in each round the players 
play different characters involved in the 
same mission, so this round can be played 
on its own. 

Read the following: 


The sun has yet to reach high noon, 
and already you have had two grand 
adventures. The first adventure was a 
common dream in which you lived as 
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members of a slave tribe south of your 
real home., the city of Raam. At the 
time you had no memory of who you 
really were, so when you saw Raam 
explode into violence and blood you 
were immediately concerned. Later, 
when soldiers streamed out of Raam 
heading you way, your tribe became 
fearful. Your chief sent you on a quest 
to determine what was happening, and 
what you discovered made you even 
more fearful. 

War was coming to Raam. Lord 
Minz, the most powerful Lord of Raam, 
had lost his children to kidnappers. 
These villains first appeared to be in 
the employ of House M'ke, Raam's 
leading merchant house. As Minz sent 
his troops against the House M'ke 
garrison, his elite units swarmed into 
the desert seeking his son and 
daughter. You eventually came_ to 
realize that it was not House M'ke to 
blame, but House Stel of Urik, raam's 
rival. The children were killed before 
you could rescue them. 

In your second adventure, and 
second shared dream, you’ were 
servants of Lord Minz and saw the 
kidnapping as it happened. You chased 
the villains into the desert as Raam 
explodes into violence. Cornerning the 
mercenary’ elves that did _ the 
kidnapping, you watch helplesly as King 
Hamanu of Urik sends his templars and 
defilers to steal the children away from 
you. Raam seemed doomed to civil war. 

Now you are in a dimly lit, cavernous 
room and you remember who you really 
are: the powerful Lord Minz, Rogil M'ke 
of House M'ke, the gladiator champion 
Belock, the psionicist Telash Minz, the 
powerful templar’ Dalache-Ke, and 
Kalihana, trader’ of secrets. The 
children are alive but in the Dragon- 
King Hamanu's’ possession. Raam 
teeters on the brink of catastrophe, one 
that Hamanu orchestrated and hopes to 
take advantage of. Along the walls are 
old sputtering torches of pitch. Each 
torch is 20' distant from the next. The 
width of the room is 60". It's length and 
height fade into the darkness. 

There can be no doubt that Queen 
Abalache-Re, the paranoid monarch of 
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Raam, is the one that sent you the 
visions. The question is, what exactly 
does she want from you. And what do 
you want from each other. 


This is one of the many vast meeting and 
storage halls beneath the Great Viziers 
palace. Although Dalache-Ke has access to 
anywhere in the palace, she has never been 
here; it is just one room among many. The 
walls are unadorned and, at first glance, 
unremarkable. If Dalache makes _ her 
Engineering roll, she will be impressed by 
how tightly fitted the stones are; not even a 
tiniest dagger could fit between them. She 
will also see that the stonework is very old, 
perhaps as old as a thousand years 
(although this is just a guess on her part). If 
Dalache makes her Engineering roll by half, 
she will understand that she is in the palace 
of the Great Vizier. 

How the heroes have arrived here and 
what they were doing immediately prior to 
coming here is covered below. 


Lord Tertis Minz was at the head of 
armies sweeping south into the badlands. 


Telash Minz was watching from a balcony 
at his psionic school as his brothers forces 
assaulted a House M'ke warehouse. 


Dalache-Ke was meeting with a House 
M'ke agent. Their topic: How to rig 
gladiatorial matches and cash in on the 
profits. 


Belock was instructing a group of expert 
gladiators on advanced group tactics when 
a templar interrupted the lesson. The 
templar had come to notify Belock that his 
gladiators might be called upon to back up 
an attack on Lord Minz and House M'ke. 
City charter with the gladiatorial school 
gives the city this right. 


Kalihana was representing Lord Minz in 
contract talks with the gladiatorial school. 
Minz was offering to become the schools 
main supplier of weapons, food, and other 
supplies at very low prices. In return, Minz 
wanted assurances that the gladiators at the 
school would never be used against him. 


Rogil M'ke was working on a plan to bring 
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contraband items, such as psi plants and 
spell components, into Raam via a black 
market connection. 


Encounter One 


The room continues on in both directions for 
an indeterminate distance, and reveals to be 
more of a hall than a room. The DM must 
make a judgement call on how far the room 
continues. If the players seem inclined to 
role-play their interactions, give them the 
time to do so. If the players are not yet 
ready to role-play, have them find the end of 
the room fairly quickly. 

As the party approaches the end of the 
room (it does not matter which direction 
they go), read the following: 


You suddenly become aware of large 
figures in the dim distance. Through 
the darkness you discern scores of half- 
giants standing in silent formation, 
each holding huge, obsidian-spiked 
flails. The shuffle restlessly at your 
approach. You hear the word 'kirsch' 
spoken from in front and above you and 
a sudden light appears, illuminating the 
area. Then a voice speaks; spiteful, 
cruel, hate-filled, insane. Yet definitely 
that of the mysterious female from your 
visions. 

"Insects! Snivelling worms! You 
make war on my city in the name of 
that upstart Hamanu!" By the glow of 
the light spell you see some 50 hal- 
(giants standing 60' in front of you. 
Above them, perhaps 100', is a large 
stone balcony. On the balcony stand 
three templars, three men in robes who 
are probably defilers, and Abalache-Re 
herself, whose figured is so distorted by 
the aura of protective magics that you 
can barely make her out. 

The sorcerer-queen continues. 
"Such insignificant curs! I have seen 
ten thousand of your kind live and die. 
Self-important wretches who plot and 
scheme." She pauses, then continues in 
an oddly changed voice. Sorrowfully she 
says, "And to think that I only wanted 
what was best for my subjects." Her 
voice changes again, this time high- 
pitched and strident. "You just don't 
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know what it is I protect you from! 
Protect you and all of Athas!" Abalache- 
Re's crazed voice turns hateful again. 
"Hamanu's troops are in_ position 
outside the city, awaiting the chaos that 
he hopes you will create for him. So 
now I have you six pawns to deal with. 
What should be your fate, I wonder?" 


Abalache-Re, though paranoid, is not 
stupid. She sees both threat and opportunity 
in each character. Such 
threats/opportunities are listed below. 


Tertis Minz: Threat: “Your armies and 
political base are second only to my own. It 
is obvious you aspire to my throne." 

Opportunity: Minz has remained 
carefully neutral up to this point, but the 
sorcerer-queen wants leverage. "I will help 
you recover your precious children, but as 
one who always pays his debts remember 
this: you owe me." 


Rogil M'ke: Threat: "House M'ke controls 
three quarters of all the commerce in Raam. 
When you cowardly hide behind your walls 
and guards, you restrict trade and starve 
the people, causing unrest. You are carrying 
out an embargo against my rule!" 

Opportunity: Rogil has the power to 
negotiate for M'ke when dealing with the 
city. Abalache wants a commitment from 
M'ke that they will hold an open market 
every day, and that M'ke will aid her effort 
in crushing the black markets that now 
thrive. 


Belock: Threat: "The people adore you and 
rally to you like no other. You give them 
hope when they deserve none!" 

Opportunity: Abalache wants Belock to 
begin dedicating gladiatorial matches to the 
‘Faceless God' that Abalache claims to 
represent. 


Telash Minz: Threat: "Your pitiful skills 
threaten to blossom into real power. I know 
you intend to challenge me." 

Opportunity: Telash could greatly aid the 
sorcerer-queen in her espionage efforts 
against her enemies. By working for her, 
Abalache could keep a very close eye on 
Telash. She could strike him down if he 
really did get too powerful. Also, if Abalache 
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can get the cooperation one of the Minz 
brothers, that could help control the other. 


Dalache-Ke: Threat: "Your influence and 
political spying are impressive, yet you have 
failed to pass any significant information on 
to me. I should kill you for such arrogance!" 

Opportunity: Such spying is typical of 
the Templar bureaucracy, and Dalache is 
very good at it. The sorcerer-queen simply 
wants to know everything that Dalache 
knows. 


Kalihana: Threat: "You serve faceless 
masters, little elf. Even I don't know yet who 
they are, so they must be dangerous!" 

Opportunity: Quite simply, Abalache 
wants to know who Kalihana serves. She's 
quite prepared to probe his mind if he 
resists. (DM should only make this a threat 
if Kalihana fails to cooperate.) 


AbalachemRe has now made it clear that 
the party is a threat to her, but she has also 
made it clear that she wants something 
from them. She will eagerly tell party 
members what she sees in them as a threat, 
but will be reluctant to discuss what, 
exactly, she wants from them. Clearly, 
Abalache-Re is unbalanced, indecisive, and 
virtually ineffective as a city leader. She is 
powerful enough to kill the entire party, and 
it would probably be in her best interests to 
do so. Yet her indecision makes her hesitate. 
She fears that threat Hamanu represents, 
fears public reaction if these six PC's should 
‘disappear', and worries that even if she 
survives these threats that the city-state of 
Draj might decide to move against her as 
well. 

After Abalache-Re reveals or implies the 
above mentioned perceived threats, read or 
paraphrase the following. 


"I have snatched you from your 
places of power. Your followers now 
mill about unsure and isolated, at the 
mercy of my own followers should I 
have divined that Hamanu's troops will 
now most certainly withdraw and head 
back to Urik. Yet I must make sure of 
this." 

"Far to the west of here, near the 
ruins of Yaramuke, lies a new mountain 
that Hamanu has conjured. Atop this 
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mountain is the command center for all 
of his troops near Raam. Relying on 
secrecy, it is lightly guarded. It is, 
however, the temporary home of two 
para-elemental clerics who are working 
with Hamanu. One is Vashad, a cleric of 
Silt. The other is Erios, an insane cleric 
of Magma. In this place are also Lord 
Minz's two children." 

"I offer you this: Go to this command 
center. Rescue Minz's children, if you 
can. Destroy the base and those you 
find there. More importantly, destroy 
the two clerics. Do this for me and I will 
consider letting you and your followers 
live in Raam as you have before. Show 
me that you can fight for the city and 
not against it, and perhaps we can live 
united against our common enemies. I 
suggest you decide amongst yourselves 
how best to organize and unify Raam in 
my name. Fail, and I will destroy you 
and your followers utterly." 


Allow the characters time to discuss 
what they will do and how they feel about all 
of this. Their options at this point are 
limited, and they should be made aware of 
the following: 

1. They are away from their places of power. 
Therefore, they are at their weakest. 

2. The are surrounded by the powerful 
forces of the sorcerer-queen. She, on the 
other hand, is well protected and out of 
range of most attacks. 

3. While she is dangerous and crazy, she is 
sly enough to know that the party could be 
vital in stabilizing Raam. In fact, she fears 
that stabilizing the current situation of civil 
unrest in Raam and nutralizing dangerous 
enemies outside of Raam may be impossible 
with the party's help. 


At some time in the encounter, read or 
paraphrase the following. 


Almost quietly, Abalache-Re speaks 
again. "You do not trust me as I do not 
trust you; such is the way of things. No 
one trusts more than the short-lived 
fool. I sent you visions of what will 
happen or could happen if Hamanu 
succeeds. While I do not expect you to 
care fora mere slave tribe or a group of 
mercenaries, I showed you their story 
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to inform you without offending you. 
Had I shown you your own impending 
deaths, you might not have believed me. 
You might have felt manipulated; being 
yourselves master manipulators I 
wished to avoid placing barriers 
between us, yet I had to convince you 
the threat was real." 

"I send you now to defeat our 
common enemy. Do this for yourselves, 
not for me. Decide amongst yourselves 
how to forge a new peace in Raam 
under my rule. I will give you a wide 
berth in city politics, but I will not 
surrender my place as_ supreme 
authority. Betray me, and I will slay you 
all. I would rather die in battle with 
Urik and Draj than surrender feebly to 
mortals such as yourself." 

"When you have finished your task, I 
will fetch you hither." In a whirl of 
motion, the hall disappears’ from 
around you. 


Final Note: This is a powerful PC party, 
and they might resent any implied threat by 
Abalache-Re. They should feel menaced by 
her, and may consider attacking her 
outright instead of going through the 
adventure. If the party attacks the sorcerer- 
queen, follow the guidelines below: 


1. Emphasize the party's poor tactical 
position and the sorcerer-queen's superior 
one. 

2. Remind the players that their characters 
have all seen the sorcerer-queen and her 
minions in combat. She is awesome in her 
powers and in this instance she is prepared 
and would certainly have planned to deal 
with any foolishness the PC's might get up 
to. 

3. If the party attacks, no magical, physical 
or psionic attack will even reach her. Her 
magical barriers are in place. Even Minz's 
sword will have to make 7 successful rolls 
before breaching all of these defenses. 

4. Abalache-Re has access to all wizard 
spells; her Templars have access to all cleric 
spells. If necessary, Abalache-Re will draw 
life force from two or three of the half-giants 
to cast a spell, killing the half-giants 
instantly. So arrogant is Abalache-Re in her 
power that she has ordered the half-giants 
not to attack, only to defend. The half-giants 
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are there for a show of force and as sources 
of magical energy. 

Abalache-Re will then cast some 
powerful, non-lethal spells as a 
demonstration of her powers. 


5. Some characters may feel that they have 
no reason, to risk life and limb for Minz's 
children. This is a great opportunity for role- 
playing, as different character interactions 
should work to provide motive for all of the 
characters. If the DM has a poor role- 
playing party, and can't get them going 
through good interactive role-playing, then 
have the sorcerer-queen use some good old 
fashioned strong-arm tactics; threaten 
them. Abalache-Re wants leverage over 
Tertis Minz more than anything else. If a 
player feels disinclined to help Minz rescue 
his children (or Telash rescue his niece and 
nephew), then make it clear that Abalache- 
Re would then have no real use for them. 
Their lives would easily become forfeit. 


Encounter one may not run in the exact 
order presented here. Let the PCs take it in 
any direction they wish as long as the 
salient points are covered. Abalache-Re may 
not give away everything she wants but she 
will get everything she needs to maintain 
herself as Raam's ruler. 


Encounter Two: The 
Guarded Lands 


To be read to the party: 


You feel you are moving very fast; 
everything around you is a blur. Fora 
moment you simply wait to be deposited 
at Hamanu's’ ‘conjured’ mountain.' 
Suddenly something goes very wrong. 
You feel as if you slammed into a wall, 
then sent careening in another 
direction. For a moment you are in 
confused motion. Then the _ world 
reappears in the form of the Athasian 
desert. A split second later you slam 
into the ground. 


PCs take 4d6 points of damage. The 


party has been unceremoniously dumped in 
the Athasian desert five miles from their 
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target. Hamanu's mountain rises in the 
distance, a sheer slab of rock easily fifteen 
hundred feet high. Abalache-Re failed to 
take into consideration magical defenses 
around the command center. Hamanu, in 
typical military thoroughness, erected a 
magical barrier than prevents all but invited 
magical entry. The PCs' rough ride is a 
result of running into the barrier and 
bouncing off. 

The land around the party is a hot, stony 
barren. This land consists of huge sheets of 
flat bedrock strewn with rocks, stones, 
gravel, dust and dirt. The footing is tricky, 
so character movement is half. Any faster 
movement is simply impossible. The 
mountain lies to the north. From the 
distance, no entrance can be seen. 

The top of the mountain appears to be as 
desolate as everywhere else. The stony 
barrens are extremely inhospitable to life, 
but they are not lifeless. Tough plants and 
animals cling tenaciously to life here. 
Predators are the most tenacious of all. The 
party's immediate surroundings are typical 
of the stony barrens; all know that this is a 
very unhealthy place to be. Yet between the 
party and the mountain is a stretch of fairly 
rich vegetation. The brown scrubgrasses 
grow closer together and are of greater 
variety. Cactus, scrawny and clinging to life 
nearby, seem to flourish in this distant area. 
Other species of plants, like brush and 
brambleweed, grow there even though they 
do not grow nearby. Clearly, there is some 
water source there. Whether underground 
or above ground, a wealth of water exists in 
this desolate place many miles from the 
closest trade route. 

This area of vegetation is one mile away 
from the party. It covers an area three miles 
deep and five miles wide (i.e. if the party 
crosses it, they will have to cross three 
miles of it to get to the mountain). With 
movement halved, going around it would 
take eight hours or more. This area is a 
powerful druid's Guarded Lands. It is under 
stewardship of Corus Greyearth, a 25th 
level druid. The party will probably not 
encounter Corus at all directly. If the party 
behaves themselves, Corus will not reveal 
himself in any manner and the party may go 
on to believe that this stretch of land is not 
in any way special, other than having some 
source of water nearby. 
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If the party damages the land or its 
wildlife, or reveals the presence of the 
party's templar or wizard, Corus will react 
in a most hostile manner. The party will 
encounter three different creatures while in 
the guarded lands; herbivores, omnivores 
and carnivores. The party will be given 
certain options as to how to deal with each 
kind of creature. Their actions will 
determine the druid's reactions. 


1. Jankx Community: The party encounters a 
large group of jankx burrows. Somewhat 
like prairie dogs, jankx are one foot long, 
have sleek bodies, muscular legs, and a soft, 
golden pelt. They can also inject a vicious 
poison sacs attached to paw spurs. 


Jankx (300 in burrow): Int Animal; AL N; 
AC 6; MV 12; HD 1+1; hp 5; THACO 19; 
#AT 1; Dmg 1-2; SA poison; SD nil; MR nil; 
SZ M; ML 11. 

In combat the jankx tries to hook its 
adversary with the spur in its paw. If 
successful, the PC must make a Save vs. 
Poison or immediately fall down screaming 
in pain. The poison only affects the region in 
which it is injected. It is too thick to be 
spread throughout the body. The affected 
area will shrivel and become useless at a 
rate of 1" diameter per round. Neutralize 
poison cures it. Slow poison slows the rate 
to 1" per hour, although the victim is still 
incapacitated and screaming. Untreated, 
the entire limb withers to uselessness. 


As the PCs approach the burrows, the 
entire community comes to the mouth of the 
burrows and give out short barks of alarm 
and warning. If the PCs try to walk through 
the jankx territory, then all 300 will attack 
(max four attacks per PC per round). They 
will as attack for as long as the party 
remains in their territory. Otherwise, the 
jankx will keep the PCs under watchful eye. 
The jankx territory covers a wide area in a 
circle approximately 400 yards across. 
Walking around will take 30 minutes. The 
PCs may try to scare, entice, trick or sneak 
their way through the community. If they 
attack the jankx in any way, the druid will 
respond as detailed in 'Druid's Reactions' 
listed below. 


2. Kip Herd: The next encounter is with a 
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herd of quietly grazing kip. Kip are shy, six- 
legged armored creatures much like giant 
snails. They are two to four feet in length 
and live off of the roots of plants. Kip 
communicate in a simple language of low 
grunts. The herd lies across the PCs' path in 
a sprawling line of 100 individuals. The PCs 
can safely walk amongst them, as they tend 
to amble away when approached. This 
makes them easily herded. If attacked the 
kip secrete pheromones that induce an 
emotional response in the attacker. Once 
per day the kip can produce an eight cubic 
foot cloud of invisible gas. Creatures within 
this cloud must Save vs. Poison or suffer 
apathy. If affected, the PC will cease caring 
about anything, including water, for 1d8 
turns. Exposed PCs can communicate and 
can be herded along, but they don't really 
care if they live or die. 


Kip (100 in herd): Int Low; AL N; AC 4; 
MV 6; HD 1+2; hp 6; THACO 19; #AT 2; 
Dmg 1-3; SA apathy; SD nil; MR nil; SZ M; 
ML 10. 


If the Kip are harmed in any way, refer 
to the 'Druid's Reactions' listed below. 


3. Sand Cactus: The last encounter is with a 
Sand Cactus buried six feet below the sand. 
At least one character will be successfully 
attacked, although all characters have a 
chance of being attacked. The sand cactus 
passively waits for someone to step on its 
well-hidden, upwardly thrust needles. One 
character will automatically be affected, but 
on a 25% or less others will also become 
ensnared. 

When a needle hits the victim feels a 
sharp pain and his appendage is snared. 
PCs must make a Dexterity Check or fall 
down. This subjects the PC to 1d10-5 more 
automatic hits from other needles. Each 
needle does 1d3 points of damage. On each 
successive round a needle drains 1d3 hit 
points of blood, only stopping when the 
victim is dead. 

The needle can be pulled free of a 
victim, but this action causes 1d6 damage 
and requires a System Shock roll in order to 
keep from passing out due to the great pain. 
Unconsciousness lasts for 1d6+4 rounds. 
Pulling the barb out requires an Open Doors 
roll. The strands of the needles can be cut. 
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They require 1 point of damage vs. AC 2. If 
the PCs cut the strands the druid will not 
interfere. If they attack the sand cactus 
itself or damage the environment in the 
attempt, see 'Druid's Reaction' below. 


Druid's Reaction: The Druid can remain 
concealed for as long as he wishes and will 
probably not reveal himself even when 
attacking. He is concealed, camouflaged, 
and shape-changed into a common terrain 
feature. The druid will leave the party alone 
unless 1) they attack the creatures they 
encounter, 2) threaten the land in any way, 
or 3) cast any type of clerical or wizard 
spells. The druid assumes all spell-casters 
are either templars or defilers, both of 
which he greatly despises. 

The druid will give the party a warning 
to leave very early on. He will cast curse of 
tongues on either a suspected spell-caster if 
he has reason to suspect one exists in the 
party (if Dalache is wearing her templar 
insignia, that will be a big tip-off), or on a 
random character if he does not. If the party 
threatens the land he will cast more and 
more serious spells until it becomes serious 
enough that he deems it necessary to enter 
full combat. 

The DM should be careful with spell- 
casting. Give the PCs no chance to detect 
the druid unless full combat erupts. Even 
then there is only a 20% chance to notice 
the druid without the aid of psionics or 
magic. The point to convey here is that 
these lands are his domain. Give the PCs 
every reason to respect the druid. Specifics 
of each spell are largely unimportant; it is 
effect that counts. Use the brief descriptions 
of new spells to assign damage and 
dramatize effect. 

If the party is respectful and wants to 
contact the druid, this may be possible. 
Their only chance is to: 

1) do an act of kindness upon the land (such 
as a restoration spell by Kalihana), or 

2) by shouting out such arguments as "With 
the sorcerer-kings forces so close your lands 
are in danger" and "Help us and we can 
send Hamanu back to Urik". The most 
persuasive argument, however, will be 
"Para-elemental clerics reside in the keep 
above!" Druids are great enemies of para- 
elemental clerics. The druid will appear 
reluctantly if convinced, and will leave as 
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soon as possible. 'The enemy of my enemy is 
my friend' is an appropriate argument here, 
but the druid will not get directly involved. 


Corus Greyearth, hm D25: Int 
Exceptional; AL N; AC 7; MV 12; hp 98; 
THACO 8; #AT 1; Dmg by spell; SA spells, 
druid powers; SD nil; Str 14, Dex 16, Con 
16, Int 15, Wis 20, Cha 14; MR nil; SZ M; 
ML 19. 

Druid powers: 1) Can remain concealed 
anywhere within their guarded lands. 
Usually spell-casting will reveal their 
presence, but at Corus' level this chance is 
greatly reduced. 2) Can speak with all 
animals and plants. 3) Can live without food 
and water. 4) Can shapechange into any 
creature on guarded lands. 5) Can enter at 
will any elemental or para-elemental plane. 
6) Can communicate telepathically with any 
creature on his guarded lands. 7) Can 
summon an entire species within his 
guarded lands. Creatures will obey druid as 
long as druid remains with them. 8) Can 
access all spheres of magic. 9) Can call upon 
the Spirit of the Land in times of dire 
emergency. 

Spells in Use: Whispers allows druid to 
hear party conversation, ironskin protects 
against 14 attacks. 

Spells to warn the party with (in order of 
severity): 

Curse of tongues distorts target's speech for 
25 rounds, no save. 

Entangle as in Player's Handbook. 

Steal breath forces the air out of the 
target's lungs. Lose one round of action, -3 
to Initiative. 3 rounds duration. No Save. 

Air lens creates a magical lens high in the 
air that magnifies sunlight. Attack vs normal 
AC; 2d6 points burning damage. Equipment 
may be attacked at -4. If hit, clothing ignites 
for 1d6 burning damage. 

Heat exhaustion creates a beam of light 
from caster's fingertips to target's forehead. 
Causes target to overheat. Momentary 
confusion, then delirium. All attacks and 
saves at -2. No Save. 

Curse of the choking sands causes all water 
the victim attempts to drink to turn into 
sand. Duration is 25 days. Save vs. Magic is 
applicable. Remove curse will cure. 

Thorns of binding causes a magical rope of 
thorns to appear and wrap itself around the 
target. Save vs Spells applicable. If failed, 
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victim takes 1d4 points damage. Another 
Save vs. Spells to break free, with another 
1d4+AC damage per attempt. 

Whirlpool of doom turns 125' radius of earth 
into a swirling sea. Anyone in area must 
make a Save vs. Spells. Failure indicates 
target sucked into the whirlpool and must 
make swimming checks at +3 penalty. 
Three proficiency checks required to reach 
edge of whirlpool. Failure means character 
starts drowning. 

Crumble instantly reduces an inanimate 
object's water content to zero, causing it to 
crumble. No Save. Metal and inorganic 
objects are unaffected. 

Insect plague as Player's Handbook. 

Mark of the hunted summons the most 
dreadful creature in the area and marks the 
victim as its prey. The creature summoned 
in this case will be a Nightmare Beast that 
will appear within one hour. It will focus 
solely on the marked target. 

Glass storm causes a violent, localized 
storm of hard-driven grit and sand. The 
storm covers a 30' radius, with a 5' calm eye 
in the center. Equipment must make a save 
vs fire or become useless. Living creatures 
take 2d8 damage per round. Duration is up 
to 25 rounds, although caster can end at any 
time before that. 

The Druid has access to all spells, but he 
will only cast beneficial spells on the party if 
he has good reason to do so. Some of those 
not in the Player's Handbook that might be 
useful the party are: 

Merciful shadows protects from the sun's 
heat. Follows target around. 

Soothe claps his hands together, making the 
sound of thunder, and rain begins to fallina 
ten-foot radius. For every round that the 
rain falls on a character, they are healed 1 
hp. Duration is up to 50 rounds. 

Stone of sharpening: druid wraps a cloth 
around a stone, then soaks it with oil. Cloth 
is then set afire and allowed to burn out. 
Then, any edged weapon struck against the 
stones becomes incredibly sharp, conferring 
a +3 damage on the next attack, +2 on the 
next, and so forth to its original state. Every 
edged weapon in the party may be 
sharpened thus with one use of this spell. 
Metal, bone or obsidian is affected. Striking 
the stone more than once confers no 
additional effect. 

Heartseeker: The spell is cast on a piercing 
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weapon. When the weapon penetrates the 
target, it sprouts and begins to grow. The 
roots and branches seek out vital organs as 
a source of nutrition. If Save vs. Death is 
made, the character manages to pull out 
weapon before it sprouts completely, but 
additional 1d8 damage is taken. One 
weapon, one successful attack. 

What the Druid Knows of the Conjured 
Mountain: 
* Hamanu himself came one day and 
conjured the mountain from the very earth. 
Hamanu spent 20 days casting his spell, and 
he had help from both the para-elemental 
cleric of silt and the one of magma. Even 
though the defiler was many miles way, 
Corus felt the life being sucked from the 
land. Corus protected his own lands, but 
was powerless to protect anything else. 
Corus got the distinct impression that 
Hamanu was surprised at how well the spell 
worked, and that Hamanu is bound to give 
offerings to the lords of magma and silt to 
maintain the mountain's structural integrity. 


* Corus knows of an entrance to the 
mountain at its very base. It appears 
unguarded, but actually houses a Nightmare 
Beast (yes, the very same one that the druid 
may have summoned). There is also an 
entrance some 500' up the mountain's face. 
Its' guardians are unknown to Corus. Corus 
can cast air walk or summon an air 
elemental to lift the party to the entrance 
500' above ground level, or the party can 
enter at ground level. The choice is theirs. 
The druid cannot lift them 1,500 feet to the 
very top of the mountain. If asked, the druid 
will state, "One such as Hamanu would not 
leave himself open to air attacks. I have 
seen unnatural lightning strike curious 
watchers from above. Several flyers have 
also been driven away or destroyed these 
past few months." 


Encounters Three, Four 
and Five 


If the party chooses to enter the mountain 
via the lower entrance, follow encounters 
3A, 4A, and 5A. If the party chooses to enter 
through the upper entrance with the druid's 
help, follow encounters 3B, 4B, and 5B. Both 
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storylines come together at the beginning of 
Encounter Six. 


Encounter 3A: The Lower Entrance 
To be read to the party: 


You approach the cave's mouth, a 
gaping hole in the grey rock. The 
entrance is huge, some forty feet tall by 
sixty feet wide. The ground leading to 
the cave's mouth is scarred and gouged 
as if by the claws of some _ great 
creature. About the area lie bones and 
Ccarapaces of many animals’ and 
creatures. 


Upon closer examination, the party can 
find remains of humanoids, flailers, giants 
and even a huge rampager (one of the most 
destructive creatures found on Athas!). A 
successful Intelligence check by any PC will 
reveal that this is the lair of a Nightmare 
Beast. All PCs know that this is a very 
dangerous creature. It is of gargantuan size, 
has formidable combat abilities, human 
average intelligence, appalling magical 
attacks and intimidating psionic abilities. A 
single Nightmare Beast alone has 
devastated small armies (luckily there are 
only six of these creatures in all of Athas). 

When the PCs first arrive the Nightmare 
Beast is not there. 100' into this unlit cave is 
a wall and a small pool. The pool is 4' 
circular and 2' deep, barely large enough to 
serve the Nightmare Beast's needs. If 
detected, the room radiates a_ binding 
magical aura (the Nightmare Beast is bound 
to return by the magics of Hamanu) and the 
wall radiates abjuration magic as well as 
elemental magic. 


Encounter 4A: The Stone Wall 

The abjuration spell covering the wall is 
a glyph of repulsion. Anyone or anything 
touching the wall is immediately repulsed 
and must move away at full movement for 
two rounds. The wall fills the entire back 
part of the cave (i.e. it is 40' by 60’). 
Characters can cast dispel magic on the 
glyph; it saves on a 9 or better. PCs may 
also dig around or under the wall by 
tunnelling through the rock. This could take 
as long as two hours. Teleportation, 
dimension door, and similar spells will work 
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perfectly. Passwall and phase door work as 
described below. 

If the PCs decide to attack the wall itself, 
they will discover its elemental quality. If 
the wall is damaged, if a hole or crack is 
caused, glowing red magma will flow from 
the surrounding wall stones, fill the crack or 
hole, and harden to form new stone. If a 
spell such as passwall is used, the magic 
will work to refill the space. Phase door does 
not create a physical opening, so the wall's 
elemental magic does not affect it. The wall 
will continue to function in this manner until 
75% of its structure is destroyed. 

Soon after the party discovers the stone 
wall, the Nightmare Beast will become 
visible to anyone standing watch at the 
mouth of the cave. It will still be many miles 
distant but heading straight back to its cave 
very quickly. They have 15 to 20 rounds 
before the beast arrives. 

If they seem to need more time, have the 
beast cut across the druid's Guarded Lands. 
The druid will respond by casting creeping 
doom at the vile creature. The Nightmare 
Beast will then cast fireball into the insect 
plague conjured by the magic. This will 
greatly weaken the creeping doom, but will 
not destroy it. This will delay the Nightmare 
Beast a little and the Beast will take a little 
damage (which it will steadfastly ignore) 
and move out of the area. The Nightmare 
Beast has tangled with the druid before. 
While not actually hurt by the druid, the 
beast can never seem to strike back at him 
either, so it has been relatively content 
hunting prey that is attracted to the 
Guarded Lands rather than hunt on the 
Guarded Lands itself. 

Lord Minz's sword may make a single 
attempt at dispelling the glyph of repulsion. 
Minz's sword has no chance of negating the 
wall's elemental magic. 


Encounter 5A: Gate To The Magma 
Lord 

The corridor continues for another 300.' 
The rock walls slowly become solid obsidian 
volcanic glass. The corridor also grows 
warmer and sulfur begins to waft through 
the air. At the end of the corridor is a large 
chamber, 100' across and 50' high. In the 
middle of the floor is a slowly bubbling pool 
of molten rock, 40' across and covering the 
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center of the room. Directly above the pool 
in the chamber's ceiling is a volcanic shaft 
that goes straight up and disappears into 
the darkness. It runs 1500' straight up into 
the temple of the magma cleric. The room is 
otherwise unremarkable. There are no 
chambers, no hidden portals. 

Allow the PC's to examine the room 
briefly, then have them make Intelligence 
rolls. Those who succeed will feel as though 
they are being watched. After a couple of 
minutes, and before the PCs try to leave, 
read the following: 


Suddenly the magma begins to stir. 
It bubbles, belches, and begins to swirl 
faster and faster until it forms a full 
whirlpool in the middle. From _ this 
center a shape is rising. 


The figure will continue to rise and take 
form until it stands like a 20' tall giant. It is 
entirely made of molten rock, but has 
distinct arms, legs and a head. Two black 
holes act as eyes and its mouth is raging 
fire. This is Malakh, the lesser elemental 
lord. He will avoid combat if possible, but he 
will fight if attacked. 


The creature of magma slowly looks 
you all over. It grins a fiery grin; flames 
shoot from the corners of its magma 
mouth. "Flesh creatures," it says in a 
deep voice that sounds like the earth 
breaking. With every breath you can 
feel tremendous heat pour from its 
body. "Flesh creatures, armed for 
violence. You are here for war, 
delicious, hot war. Who is it that you 
make war upon, flesh creatures?" 


Being born para-elemental, of the 
conflict between earth and fire, war is his 
favorite environment. Malakh is here to 
reclaim Erios, his cleric of magma. The 
problem is that Erios does not want to be 
claimed by his lord. If given the opportunity, 
Malakh will relay the story below: 


"Hamanu has lied. He told Erios that 
he would help raise a glorious volcano 
here as sweet tribute to the magma 
lords if FErios would only help in 
Hamanu's plans. The sorcerer-kings 
have at times been helpful to the lords 
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of magma and silt, so Erios agreed." 

"Together Hamanu, Erios, and the 
silt cleric raised this mountain and 
helped’ carry out Hamanu's plans 
against Raam. Now that Hamanu's 
plans have failed the sorcerer-king has 
retreated and fled back to Urik with 
most of his troops. We have called to 
Erios, told him to return to his shrine 
in the mountains, but he refuses. He 
still believes Hamanu's lies!" 

"We could take Erios' powers, but he 
is still among enemies. A number of 
Urik's troops remain in hope _ of 
catching you in a trap, and several of 
Hamanu's best templars lie in ambush. 
Their hostages are to be killed if you do 
not appear soon." 

"Send Erios to us. We will lift you 
safely, if not a little warmly, to the top 
of this volcanic vent. There you will find 
Erios. Send him to us. Cast him into the 
shaft and we will claim him for a while. 
Return him to his mother magma so 
that we may counsel him and discipline 
him. We will carry you in safe, hot 
embrace to the chambers above so that 
you might know sweet battle. In return, 
give us our lost child." 


Malakh is telling the complete and total 
truth. He is not interested in the party, only 
the cleric that has gone astray. If the party 
refuses, Malakh will sink back into the 
magma pool without further confrontation. 
In this case, the party's only hope is to get 
to the upper entrance, for the volcanic shaft 
is really the only way to reach the 
mountain's top from this room. If the PCs 
have spotted the Nightmare Beast returning 
from feeding, then fighting that creature 
may be their only way out. 

If the party cooperates then Malakh will 
sink back into the magma. Immediately a 
very solid layer of rock and stone will form 
upon the molten lava pool. It is very hot to 
the touch, but bearable. When the party 
steps on this layer of rock, Malakh will 
levitate them to the top of the 1500' shaft. 
Continue on to Encounter Six. 

If the party chooses combat.... 


Malakh, Lesser Elemental Lord 


(Magma): Int Genius; AL N; AC 1; MV 9; 
HD 20; hp 120; THACO 3; #AT 1; Dmg 5-50; 
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SA engulf; SD +3 or better weapons to hit, 
immune to all psionics except telekinetic 
and psychoportive powers; MR 50%; SZ G; 
ML 16. 

Being an Elemental Lord, Malakh can be 
neither summoned nor controlled. Malakh 
radiates intense heat. Anyone within 5' 
takes 1d6 damage per round. Malakh may 
move to engulf a victim by completely 
surrounding them in magma. This is a 
normal attack roll. Once engulfed, Malakh 
may then attack other creatures normally. 
The creature engulfed must make a Save vs. 
Paralysis or suffer 5d10 damage. Those that 
make their save suffer half damage. To 
break out of the engulf, the creature must 
make a Strength check at -10. While 
engulfed the creature can take no other 
action than attempting to escape. Once the 
victim does escape, they are still coated 
with hot magma that will cause 1d10 
damage until removed, doused with water, 
or until it cools naturally six rounds later. 

Malakh cannot attack any creature 
protected by protection from evil, even 
though he is neutral. If reduced to 40 hp or 
less, Malakh will retreat to his lava pool. 
Death on this plane is not a true death, just 
banishment. He will then ignore the party 
unless they sacrifice some valuable item to 
the pool to make amends. 


Encounter 3B: Upper Entrance 
The party might reach this entrance 


through the druid's air walk or by other 
creative means. When they arrive read the 
following: 


You stand on a narrow landing, one 
only 3' wide. The wind whistles and 
howls past you, tugging at your bodies. 
500' below is_ the’ stony barren 
landscape. Directly in front of you is a 
huge obsidian door, 20' wide and 40' 
tall. A huge symbol of Hamanu is 
carved on the door's surface. An instant 
after you arrive a normal sized, 
apparently humanoid, set of _ lips 
appears suddenly on the door. It 
declares loudly, "Name the time of the 
Druid's Scourge." 


There are no other symbols on the door. 


If Kalihana makes his Ancient History roll, 
he will know that the time of the druid's 
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scourge was known as ‘The Eradication.’ 
Any answer with the word 'eradication' will 
work to open the door. If the party answers 
with the correct word, the mouth will reply: 


"Thou art recognized as friends of 
the sorcerer-kings. Enter ye." 


If the party touches the door without 
saying the correct answer, the magic mouth 
will yell, “Alarm! Alarm! Our enemies 
have come!" The door can be forced open 
with a total of 50 Strength points. As the 
party goes to open the door, however, they 
will clearly hear the sound of battle on the 
other side. 

The room beyond is large, about 40' 
square with a ceiling rising 30'. In it there 
are tables, chairs, and sleeping rugs, all 
very functional and non-decorative in 
design. On the tables are the remains of 
half-eaten meals and pitchers of wine, beer 
and water. Twenty Urikite soldiers are 
fighting a pitched battle with two silent, 
grim-looking mul gladiators...and they are 
losing badly. 


Encounter 4B: Black Pit Gladiators 
Read or paraphrase the following: 


The two muls are dressed in the 
gladiatorial garb of the stables of King 
Hamanu himself. They are eerily silent 
and go about their business’ of 
slaughter with grim determination. 


In this combat, the muls have Initiative 
results of 5 each round, and everyone else 
rolls normally. The muls ignore the party 
unless the party moves to attack. These 
muls are the horrid magical creation of 
Hamanu, and are like programmed 
automatons. If the party attacks then the 
muls will register this as a 'new element' 
and go into 'withdraw mode.' When this 
happens both muls will belch forth a 
hideous cloud of poison gas and depart at a 
movement rate of 48' to Encounter 5B. 
Those within the gas (including all the 
soldiers), must make a Save vs. Poison or 
take 20 points of damage and fall retching 
to the ground for 1d3 rounds. Successful 
saves result in only 5 points of damage, but 
the victim still falls to the ground unable to 
act for five rounds. 
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If the party decides to watch the battle, 
then the DM should narrate the combat as 
follows: 

Round One: The muls attack and kill 
eight soldiers, four each. They wield glowing 
blue-steel long swords. The _ soldiers' 
weapons bounce off the gladiators, their 
obsidian blades chipping with every attack. 
The muls don't seem to notice. 

Round Two: The muls kill six more 
soldiers. They never make a noise, never 
flinch and never show any expression. They 
don't even seem to be exerting themselves 
or breathing hard. If Telash spends a round 
studying the muls for psionic activity, he will 
detect a very vague sort of activity. The 
soldiers remain ineffective. 

Round Three: The muls kill two more 
soldiers. It is now apparent to the party that 
the muls are anticipating the soldiers’ 
moves. They know every move the soldiers 
are going to take and make counter before 
the soldiers even act. Telash can use FSP or 
Contact disciplines to determine that the 
muls are somehow reading the soldiers' 
thoughts psionically. He can detect that the 
muls aren't really even alive but rather they 
are being guided and controlled psionically. 
The muls are also getting four actions, 
offensive and defensive, in any combination 
they wish, each and every round. 

Round Four: The muls, seeing that only 
four soldiers remain, depart. At this point 
the PCs become too much of an unknown, so 
they will go into 'withdraw mode' and depart 
to Encounter 5B. 


Urikite Soldiers (20): Int Average; AL LE; 
AC 5 (scale, shield); MV 12; HD F3; hp 16; 
THACO 18; #AT 1; Dmg 1-8 (obsidian long 
sword); SA nil; SD nil; MR nil; SZ M; ML 13. 


Black Pit Gladiators (2): Int Non; AL N; 
AC 5; MV 12; HD F12; hp 81; THACO 9; #AT 
2; Dmg 1-8 (steel long sword); SA see 
below; SD nil; MR 30%; SZ M; ML 20. 
Abilities: 1) Four actions each round. 2) 
Mass ESP that allows the gladiator to 
anticipate their opponents' moves. For every 
move or attack of a foe, the gladiators get a 
Save vs. Paralysis (8+). If successfully, the 
gladiators will know what their foe is about 
to do and can use their actions to counter. 
Psionicists with an active defense mode 
cannot be read (No Rolls). 3) Immune to 
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non-magical weapons and any mind- 
affecting spells. 4) Stoneskin 1/day (blocks 
six attacks). 

The Blue Swords: Each steel long sword 
glows with an eery blue light. They are +3 
steel longswords which also act as a psionic 
link to the mul's controller. In this case, the 
silt cleric Vashad is maintaining control 
from on top of the mountain. The gladiators 
themselves are virtually mindless, being a 
form of self-willed undead that have been 
enslaved by Hamanu's magic. They will also 
always follow their controller's instructions 
to the best of their ability, including 
maintaining possession of the swords. 
Contact with their controller can only be 
broken by loss of the sword. Contact can be 
broken temporarily for 1d6 rounds if the 
gladiator is in the area of a Psionic Blast 
(Psionic Power). When this happens, the mul 
will collapse, a lifeless carcass, but still grip 
the sword with all of its strength. 


The mul gladiators will try to avoid 
combat with the party at this point and flee 
to Encounter 5B and beyond for a later 
confrontation. The surviving soldiers are 
just common grunts. They came under 
attack when Hamanu decided they knew too 
much. Hamanu saw his plans unravel and 
realized that Abalache-Re was grabbing the 
people he wanted to manipulate (i.e. the 
PC's). He decided that his plans had failed 
and left his keep with most of his troops. 
Hamanu left the remainder of his troops 
(about 100 men) to kill the two clerics. 

The silt cleric, Vashad, foiled this plan. 
One of Hamanu's agents, a defiler named 
Stilner, was left in control of the Black Pit 
Gladiators. These gladiators were to help 
kill the two clerics. There are a total of four 
gladiators in the keep. When Hamanu left 
Vashad discovered his betrayal. Vashad 
used his first wild talent, Psionic Blast, to 
disrupt Stilner's contact with the gladiators. 
He then used his other wild talent, Contact, 
and took over all four gladiators. The four 
gladiators and Vashad then killed Stilner 
and the rest of Hamanu's forces in the keep. 

The surviving soldiers have no love or 
loyalty for Hamanu and will cooperate with 
the party. They will resist going into the 
keep as guides. The soldiers are not sure of 
the whereabouts of Minz's kids. Last time 
they were seen the children were being 
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watched by Erios, the cleric of magma. The 
soldiers will describe Erios as unstable and 
unpredictable, prone to screaming at voices 
only he could hear. Hamanu used to give 
Erios slaves to sacrifice to his 'Lords of the 
Screaming Rocks.' 

Treasure: The rom and soldiers have 
little of interest. Mundane weapons and 
about 100 ceramic pieces total among them. 
The only useful thing is the 'emergency' 
departure equipment; a pair of 500' long 
rope ladders for reaching the ground below 
safely. 


Encounter 5B - Trap of Silt 

If the party pursues the gladiators they 
will see what happens next. If not, the PCs 
will not realize what the gladiators have 
done until entering this room. When the 
gladiators retreat from the _ previous 
encounter they will be running at full speed. 
They will spring through the chamber and 
up the long stairway that leads 1000' to the 
keep atop the mountain. It is unlikely that 
the party will be able to catch them. 

When the gladiators reach the bottom of 
the stairs they will touch a glyph at the 
door. This will set up a wall of force that was 
originally put up as an internal security 
device. The wall has a Save vs Spells of 10+ 
and will last 16 rounds. During the spell's 
duration a startling occurrence will take 
place. The stone walls of the rough-hewn 
staircase will start to 'bleed' silt. It will be 
very apparent and gradual, taking 16 
rounds to fill the staircase. Silt is so fine and 
light that the DM should treat it like water. 
It will flow down the stairs, and begin filling 
up the stairwell from the bottom up. The 
PCs are, of course, at the bottom BELOW 
the wall of force. 

When the staircase fill up it will hold 
24,000 cubic feet of silt. Given that the first 
room, that of Encounter 4B, is 40' by 40' 
and that this room (which serves as an area 
for slaves) is 30' by 30', then when the wall 
of force fails the two rooms will fill to a 
height of 10'. The pressure of so much silt 
suddenly flooding down the stairwell will 
knock everyone off of their feet unless they 
make a Dexterity Check at -12. Anyone 
standing directly in front of the stairwell will 
automatically fail the roll and take 10d6 
damage from the rushing silt (imagine 
standing in front of a bursting dam). 
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‘Swimming’ in the silt is impossible. 

When the wall falls it will kick up a 
prodigious amount of silt into the air. All 
PCs must make a Save vs. Poison or start to 
cough and retch uncontrollably. They can 
take no other action if this happens. For the 
PCs to survive, they must open the door in 
Encounter 3B, then use the rope to tie 
themselves down to the slave rings set in 
the walls in this room (or flee down the 
mountain). When the wall of force collapses 
the silt will beat the PCs around a bit (1d6 
points of damage), pour out the door, and 
fall to the ground below. The PCs can then 
walk up the stairs to Encounter 6. If the PCs 
punch a few holes in the wall for the silt to 
run out of, this will work also. 

Don't kill the PC's with this encounter. 
Give a PC an ‘idea' or have the great force 
of the silt break holes in the wall for it to 
drain out of. 


Encounter Six: Priest of 
Magma, Priest of Silt 


Whether the party enters through the 
magma shaft or silt staircase is not 
important. The party will end up very nearly 
the same place (see diagram) and the 
encounter will run along the same lines. 
Read the following: 


As you approach the top of the 
(magma shaft or staircase) you hear 
two voices arguing. The first is a 
screeching, thin voice. "We can't go! 
Can't go! Can't! Can't, can't, can't, 
can't!! I must attend my temple! Praise 
iny lords to their greater glory! !" 

The second voice is deep and raspy. 
"You have no temple, fool! Hamanu has 
left us for now, but he will return for 
his Black Pit Gladiators!! We must now 
flee and plan our revenge against him!" 


When the party reaches the top of the 
shaft or staircase read the following: 


You enter an area of destruction. All 
about you Hamanu's Keep lies in ruins. 
The walls are crumbled, the roof torn 
away, the contents broken and charred. 
Here and there lie the broken bodies of 
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Urikite templars and guards, their still 
forms obscured by drifts of silt or 
sealed in glowing veins of magma. 
There are at least twenty bodies visible. 

In the midst of it all you see two 
men. One is a gaunt, short man in a 
black tunic, cowl and leggings. His hair 
is wild and unkempt, his eyes are wide 
and crazed. His skin is flushed and red. 
The second man is tall and _ plain- 
looking with leathery, tanned _ skin 
stretched tightly over his features. He 
wears plain brown leathers and looks at 
you with dispassionate, cold eyes. 

The first man screams, "Infidels!! 
You stand on holy ground. Ground most 
holy, most holy!! Get off! Move!!!" The 
second man speaks. "I am Vashad, this 
is FErios. I recognize all of you, 
especially you, Lord Minz. If you would 
see your children alive once more then 
I suggest you listen to what I have to 
say. But first, please move out of that 
rubble that Erios insists on calling 
‘Holy Ground’, or he'll never cease his 
ridiculous screeching." 

You also notice four ebon-skinned 
gladiators with glowing, blue swords. 


The encounter can go in one of three 
directions: 


1. The party attacks immediately. The Black 
Pit Gladiators respond immediately and 
attack the party. Erios will stay to protect 
his 'Holy Ground.' If he has time, he will 
cast eruption. Otherwise he will try to cast a 
magma-based spell at any PC not directly 
engaged in battle. Whenever Erios casts a 
magma spell he will scream praise to his 
lords; 'Feel the embrace of the lords of 
magma,' 'Know the world as it shall soon 
become,' or 'Look upon the face of my lords 
and tremble, mortal!' If he has the option, 
Erios will always cast a magma spell over all 
others. 

Vashad will withdraw from the area as 
fast as he is able. He knows the sheer 
destruction Erios can cause if he's pushed. 
He will use whatever spells are beneficial, 
but he is primarily interested in forcing the 
party into negotiation. If possible, he will 
cast scirocco or whirlpool of doom as a 
demonstration of his elemental power at its 
greatest. 
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2. The party could refuse to move off of the 
'Holy Ground' but not attack. Erios will 
begin to secretly cast eruption (he makes 
his Somatic Concealment roll). Whether the 
party is attacking or negotiating with 
Vashad makes no difference to Erios; he just 
wants them to move. Erios will cast his 
spells even if Vashad or the Black Pit 
Gladiators are in the area of effect. 


3. The party could negotiate with Vashad. If 
the party agrees to talk to Vashad, then read 
or paraphrase the following: 


"Lord Minz's children were in good 
health when I last saw them. They are 
safe and nearby, hidden in a cellar 
beneath this rubble. Agree to let Erios 
and myself leave unmolested and I will 
show you where they are." If allowed, 
Vashad will continue (with occasional half- 
crazed interjections by Erios). "We are not 
your enemies. Hamanu master-minded 
the kidnapping and subsequent civil 
strife in Raam. He is the’ one 
responsible. We merely helped him 
build this mountain and agreed to help 
guard it. In return he promised to help 
us spread the influences of magma and 
silt. He has betrayed us and fled. The 
fool was caught by surprise when 
Abalache-Re discovered his treachery. 
Hamanu- had_ underestimated her, 
thinking she had grown weak and 
stupid." 

"Agree to leave us unmolested and 
we will depart and take revenge upon 
Hamanu. I will raise a storm of silt 
upon his city such as Athas has never 
seen! Erios will bury this city in molten 
rock! But we must hurry! Hamanu 
could return at any moment." 

"Your children are over there, in a 
room blocked by that slab of rock." 
(Vashad will cast light on the rock). 
"The room below is of solid construct; 
your children should be fine." 


The children are not’ in _ the 
aforementioned room. Hamanu actually took 
the kids with him when he left. Vashad's just 
trying to get away and believes the party too 
revenge-bent to let him go if he doesn't have 
something to barter with. 
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Vashad, hm 17th Level Priest of Silt: Int 
High; AL LN; AC 1; MV 12; hp 90; THACO 
10; #AT 1; Dmg by spell; SA spells; SD nil; 
Str 15, Dex 17, Con 16, Int 14, Wis 19, Cha 
12; MRnil; SZ M; ML 13. 

Spells: 1st Level- curse of tongues (will 
make target's speech unintelligible for 17 
rounds, Rng 85 yds, No Save), cure light 
wounds, cure light wounds, command, 
command, destroy water, light, bestow fear, 
bestow fear, sanctuary; 

2nd Level- channel stench (With an 
exhalation of the Priest's breath all noxious 
odors from up to two miles distant are 
channeled through his breath. Save or 
retreat and gag for 1d6 rounds. Those who 
succeed fight at -1 for 1d6 rounds but need 
not retreat), barkskin, charm person, charm 
person, enthrall, hold person, hold person, 
silence 15' radius, withdraw; 

3rd Level- sand spray (causes small 
glassy particles of sand and grit to spray 
into opponent's eyes, victim blinded for 1d6 
rounds and take 1d10 points of damage, 
Save applies to negate effects), animate 
dead, continual light, cause blindness, dispel 
magic, dispel magic, hold animal, paralysis, 
stone shape; 

Ath Level- whirlpool of doom (turns earth 
or silt into a swirling sea of rock and earth. 
Save vs. Spells or be sucked into the center 
of the whirlpool and begin making Con 
Checks at +3 to 'swim'. Failing check means 
character starts to ‘drown'), cloak of 
bravery, cure serious wounds, cure serious 
wounds, detect lie, free action, spell 
immunity (sticks to snakes); 

5th Level- air walk, control winds, flame 
strike, raise dead, wall of fire; 

6th Level- blade barrier, harm, wall of 
thorns; 

7th Level- earthquake, scirocco (The 
burning desert wind of legend. Blast from 
the priest sweeps along the ground before 
him. Creatures size L or smaller must make 
a Save vs. Petrification at -4 or be bowled 
over. Takes one full round to stand again. All 
items caught in the scirocco, even metal 
must Save vs. Acid or be abraded to 
uselessness, magic saves apply. Living 
creatures take 2d10 points of damage per 
round exposed. Movement rates within the 
scirocco are cut to 10%. Killing the caster 
will not end the spell, nor can he end it 
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prematurely. Once cast, storm begins to 
drift in a random direction for 2d10 yards. 
Rng: 170 yds Dur: 1d6 turns Area/Effect: 
170 ft). 


Erios, hm 14th Level Priest of Magma: 
Int Very; AL CN; AC 4 (bracers of defense 
AC 4); MV 12; hp 88; THACO 12; #AT 1; 
Dmg by spell; SA spells; SD nil; Str 16, Dex 
14, Con 16, Int 13, Wis 18, Cha 10; MR nil; 
SZ M; ML 15. 

Spells: 1st Level- spark of blinding 
(Causes a blinding spark to flash before 
target's eyes, blinding him for 1d4 rounds. 
Rng: 15 yds), cure light wounds, cure light 
wounds, command, command, bestow fear, 
bestow fear, sanctuary; 

2nd Level- create mirage (Exactly like 
Phantasmal Force), charm person, charm 
person, hold person, hold person, trip, warp 
wood, withdraw; 

3rd Level- create smoke (With the 
smallest flame the cleric can create a dense 
plume of smoke obscuring vision for 30 
yards. If victim is within cloud then Save vs. 
Death or run from smoke coughing and 
choking and fight at -4 for the next 4 
Rounds. Those making save can stay in the 
smoke but fight at -4), heat exhaustion 
(Beam of light goes from casters fingertips 
to target's forehead. Causes target to 
overheat. Momentary confusion, then 
delirium. All attacks and saves at -2. No 
Save), magma jet (Causes a gout of magma 
to sprout from priest's fingertip and strike a 
target with a hot, sticky stream of magma. 
This causes 2d6 damage the first round, 1d6 
damage each round thereafter until magma 
cools-in 10 rounds- or is scraped off-taking 
one round, No Save, Rng: 28 yds), feign 
death, meld into stone, bestow curse, 
paralysis; 

Ath Level- cause serious wounds, cause 
serious wounds, giant insect, spell immunity 
(sticks to snakes), tongues; 


5th Level- flame strike, raise dead, 
transmute rock to mud; 
6th Level- harm, transmute rock to 


magma (Turns a patch of rock to magma by 
superheating in mere seconds. Anyone 
caught in the area must make a Save vs. 
Paralyzation or suffer 6d8 damage. Rng: 140 
yds Time: 2 seconds Area/Effect: 70 cubic 
ft); 


7th Level- eruption (Causes an area 
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around the target to erupt into geysers of 
magma. Fiery stone and molten lava cover 
the area. Creatures in area take 3d8 
damage. The magma sticks to the skin and 
burns for 1d8 per round until it cools in 10 
Rounds. Rng: 140 yds Cast: 2 Rounds Area: 
30' Diameter Save for 1/2 Damage). 


Encounter Seven: 


Hamanu 
If the party kills the two clerics, move on to 
Encounter Seven. If not, go to _ this 


encounter before the clerics leave. 
To be read or paraphrased to the party: 


Suddenly there is a flash and a crack 
light lightning. You see a ghost-like, 
insubstantial form dressed in regal 
battledress hovering a few feet over 
your heads. The image speaks, "I am 
Hamanu, King of Urik. I congratulate 
you on the success of your efforts. As 
one adversary respects the other, my 
words are genuine." 

"These two clerics failed me; I did 
not betray them as they have claimed. 
We had an agreement: assist me in 
pushing Raam into the total chaos it 
seems perpetually on the brink of and I 
will raise a great volcano and extend 
the Sea of Silt's western coast by three 
miles. Erios and Vashad have failed me 
and so deserve their punishment." 


If Vashad and Erios are still alive then 
Hamanu will make an offer to the party; kill 
the two clerics and Minz's children will be 
returned. If the clerics are already dead 
then Hamanu will return them as a ‘good 
will gesture.' He will them make the party 
an offer, retrieve this Black Pit Gladiators 
(dead or alive) and depart. Paraphrase the 
following: 


"Your children are returned to you. 
You are free to go back to Raam 
without further harassment from me. 
Yet know this: I will strike again, 
probably within your brief lifetimes. 
Why do you do it? Why do you serve 
that insane witch, Abalache-Re? She 
has no honor, no word to keep. No 
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matter what she tells you, you will 
always have to be on your guard. While 
you stay true to any agreement that you 
may now make with her, her paranoia 
could strike you down any time. You are 
nothing to her. [am a creature of honor 
and always keep my word. I offer you a 
chance at real power and real control 
over your brief lives. Serve me. Be my 
agents inside Raam." 

"If you agree I can touch your minds 
and make you forget any agreement 
that you make with me now. Then, 
when the time is right I can re-awaken 
your memories of our oath. You will 
remember your word to me and cripple 
Raam before my armies. In return I will 
give you stewardship of the city. What 
say you?" 


The party is now free to make any 
decision that strikes them. This could get 
complex. Some PCs may accept Hamanu's 
offer, others could refuse it. As each PC 
makes a decision, this will affect how they 
deal with each other, and _ ultimately, 
Abalache-Re. Those PCs that agree will 
suffer a moment of disorientation as 
Hamanu psionically touches their mind (this 
will require Telash lowering his defenses). 
When it is done they will forget that an 
agreement was even offered. PCs that do 
not agree will not forget, so some may know 
and others may not. Hamanu will depart 
without further word. The PCs may now 
leave. 

The 'shield' guarding the mountain is 
still in place, so the PCs must descend the 
mountain and move back to where they 
appeared in the stony barrens. Summarize 
the return journey: "You can make it back 
to the place where you first arrived in 
about five hours." The emergency rope 
ladders from Encounter 4B provide a safe 
method for getting off the mountain. Allow 
the PCs to decide how they will deal with 
Abalache-Re during the travels, should they 
want to do so. 

The instant the PCs reach the place 
where they first appeared in the desert, 
Abalache-Re will teleport them back. 


Encounter Eight: 
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Abalache-Re 


Read the following: 


You stand in the middle of a natural 
amphitheater of rock. To your right are 
hundreds of seats carved along the 
natural wind erosion lines of the hill. 
Separating you from this is the huge 
maw of a crevasse 40' wide that 
stretches the entire length of the 
amphitheater. You suddenly realize that 
you are standing on the arena floor of 
Raam's great Natural Arena. To your 
left a great granite wall rises, curving 
to 100' in height. The wall encircles the 
back part of the arena. You know it to 
be a natural formation riddled with 
pathways and passages, and is used by 
templars and Abalache-Re to _ travel 
from her temple to _ watch _ the 
gladiatorial games. 

As the sun sets long shadows draw 
near and Cloak the secretive balconies 
that dot the walls surface and overhang 
the arena. Each and every balcony is 
covered with a gauzy material so that 
the paranoid sorcerer-queen and her 
minions may watch the games without 
giving away their exact positions to 
would-be assassins. As a hot wind blows 
into the arena from the nearby desert, 
Abalache's voice sounds out from her 
hiding place on one of the shrouded 
balconies. She speaks quietly, but the 
natural acoustics of the balcony amplify 
her words. 

"So. You have met with success." 
Abalache pauses, then says 
sarcastically, "I'm so happy for you." 


Abalache-Re had intended to monitor the 
party's progress as they made their way 
through Hamanu's Keep, but her divinations 
were cut off by Hamanu's shield. She is now 
deeply troubled by what might have gone on 
that she couldn't see and her paranoia is 
quickly cooking up all kinds of treacherous 
plots that the party could be planning 
against her. 

In order to avoid being executed, they 
must somehow convince Abalache-Re that 
they are not a threat to her power. This 
encounter could run all different kinds of 
ways, but the most likely storyline is for the 
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party to agree to a_ power-sharing 
agreement with Abalache-Re that greatly 
favors her position as head of her city. For 
Abalache-Re to agree to any alliance with 
the PCs, certain conditions must be met. 
Below is a list of those conditions, certain 
facts that the PCs would 'know' about them, 
and some of the tactics of Abalache-Re's 
negotiation. Most of the points listed below 
are not absolute. Abalache-Re might be 
convinced to yield on some points as long as 
she is compensated in some other, equally 
beneficial way. 


1. Lord Minz must swear to remain neutral 
in all of Raam's politics. Furthermore, he 
must swear to surrender all knowledge and 
intelligence gathered about possible 
personal plots against the sorcerer-queen. 
Minz could argue that to surrender such 
information could be a violation of his oath 
of neutrality, but Abalache-Re will not care 
about such technicalities. She just wants to 
know what Minz knows. Of course, Minz 
could withhold information and she might 
never know. Might. Then again, he could 
share with the plotters that the queen 
knows about the plots, which would not 
violate his neutrality. 


2. Rogil M'ke must agree to convince 
House M'ke to open for business six days 
out of every seven. Further, he must 
promise to increase the number of caravans 
into and out of Raam and provide highly 
visible House M'ke troops to help patrol the 
city bazaar. Rogil will know that this could 
all cost House M'ke a great deal of money at 
first, but if long-term stability results then 
House M'ke should reap great profits. It 
might look to other merchant houses that 
House M'ke is allied with the sorcerer- 
queen, which is a_ violation of the 
merchanters code. Although the code is 
rarely enforced by other houses, M'ke might 
find itself embargoed by all other major 
trading houses. If Rogil asks, inform him 
that House M'ke could take very effective 
retaliatory actions against Raam by closing 
up shop all together. 


3. Belock must agree to dedicate one 
gladiatorial match each month to the 
"Faceless God," Abalache-Re's laughable 
attempt to justify her authority to her 
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people. This would be easy enough to do, 
but Belock would probably lose popularity if 
he did this. Many his fans would consider it 
a "sell-out" to the sorcerer-queen. 


4. Telash Minz must agree to use his 
abilities to aid the sorcerer-queen in finding 
traitors within the templar and _ noble 
classes. Telash could also recognize this as 
a thinly veiled ploy to keep an eye on him by 
placing him close by and vulnerable. 


5. Dalache-Ke must agree to expose all of 
her sources of information to the sorcerer- 
queen. This would, of course, be disastrous 
for Dalache. Such an exposure would 
destroy Dalache's spy network and almost 
certainly mark her for death by those she 
betrayed. Knowing this, Abalache-Re will 
settle for regular reports from Dalache on 
her spying efforts. Dalache might see this as 
an excellent opportunity to influence the 
sorcerer-queen by picking what intelligence 
she hears and what she doesn't hear. 


6. Kalihana must reveal who it is he works 
for and serves. If Kalihana admitted that he 
was second-in-command of the _ Veiled 
Alliance it would be disastrous for him and 
the Alliance as Abalache-Re would have 
them all executed as quickly as possible, 
Kalihana included. If Kalihana is thinking 
quickly he might make up an alliance or 
organization and claim he is working for 
them. Even better, he might work 
something out with Lord Minz and/or 
Dalache, invent an organization whose name 
Minz and Dalache would supply, and turn 
the whole lot of them in as traitors! 


While none of these demands are 'set in 
stone', Abalache-Re will negotiate along 
these guidelines: 


1) For every point or advantage she ‘gives 
up', she must gain something else in return. 


2) The party must swear loyalty to the 
sorcerer-queen. THIS POINT IS NOT 
NEGOTITABLE!! 


3) Abalache can be convinced to sweeten 
the deal further for the PCs. At the start all 
she is really offering the PCs is to let them 
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live and serve her ends in one way or 
another. She is also prepared to offer 
money, land, title and position or promotions 
within the templar bureaucracy. All of these 
could benefit the PCs greatly. 


4) Abalache will strongly demand that all of 
the PCs submit to a Mind Probe to verify 
their words. This is actually a sort of 
giveaway point on Abalache's part as she 
does not believe the party can, or will, agree 
to this. She will give up this demand in 
return for another concession by the party. 


5) Remember that while Abalache considers 
the party vital for the stability in Raam, she 
will not give up her place as absolute ruler 
of Raam. She is her city; the Raamites (even 
the PCs) are lesser creatures, far inferior to 
herself, while the party is a necessary evil. If 
necessary, however, Abalache can and will 
slay the entire party. Better to lose the 
entire city than to allow mere mortals to 
take it from her or dictate her actions in her 
own city. 


It may be necessary for the DM to point 
out certain intricacies to the Players 
concerning Raam politics. After all, the 
Players should have by now worked out, at 
some level, whether or not they will support 
each other in the face of the threat that 
Abalache-Re's paranoia presents to them all. 
For instance, Lord Minz could refuse to 
share information with the sorcerer-queen. 
Dalache-Ke could step in and agree to 
reveal a few of her sources to the sorcerer- 
queen. Then Dalache-Ke might demand 
money from Minz in exchange for the favor 
she has done him. Get the picture? If the 
party is clever this could get very complex. 
The DM needs to keep notes on who 
promised what so the players can later get 
an appreciation of how entangled Raam 
politics can be. 

Each PC is powerful, influential, and 
used to getting their own way. Having just 
returned from a dangerous adventure they 
might not be inclined to deal with the 
sorcerer-queen's paranoid arrogance. After 
all, they might feel that some deference is 
due them after saving 'her' city. Despite the 
fact that Hamanu of Urik and Tektuctitlay of 
Draj still pose a danger to Raam, the party 
might just decide to attack Abalache-Re and 
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live (or die) with the consequences. Without 
a doubt this course of action is doomed to 
failure. The following is a list of facts and 
conditions that the DM can use if a battle 
breaks out, to give the PCs a hint that 
combat is not wise (at least not right now): 


1. Lord Minz's two children are present. In 
any battle they would be very vulnerable. 


2. The arena is a wide open space under full 
view of the balconies above it, any one of 
which could be hiding the sorcerer-queen, 
her templars, defilers, psionicists or any 
combination thereof. 


3. Like in the first encounter, the sorcerer- 
queen is fully prepared for a confrontation. 
Even if the PCs find her she is shrouded in 
protective magics and wards as well as 
physical and psionic protections. It would be 
almost impossible to strike at her before she 
defeated the party. 


4. Belock knows that there are only two 
exits from the arena. The first is 'The Maw', 
the crevasse in front of the spectator 
stands. It is 200' and _ (filled with 
brambleweed. No one is known to have ever 
fallen in and lived. There are also persistent 
rumors that the Maw is haunted by dwarven 
banshees, a rumor that Dalache-Ke has 
heard many times but can't vouch for its 
validity. The other entrance leads to the 
slave pens. Should the PCs investigate this 
area they will discover the 400 half-giants 
armed with battle axes and two-handed 
swords. 


Once deals have been made all the way 
around the PCs are free to go their way 
without further interference. If a PC refuses 
to cooperate with the sorcerer-queen he or 
she will still be allowed to leave for reasons. 
First, one PC might offer to vouch for 
another's cooperation. For instance, Telash 
may flat out refuse to deal with Abalache- 
Re. Lord Minz, seeing that his younger 
brother is provoking the sorcerer-queen, 
might step in and say, "Royal Highness, I 
will offer him his inheritance conditional 
upon his service to you. I swear I will gain 
his word for you." 

Second, if the PC does not cooperate and 
is not vouched for by someone else then that 
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PC will be assassinated later in the 
conclusion. Although she is ready for a fight, 
Abalache-Re doesn't want to risk an entire 
fight just to eliminate one bothersome PC. 
Also, assassins striking in the dark are 
politically safer for the sorcerer-queen than 
an obvious, high-profile execution. 


Conclusion 


After finishing your negotiations with 
the sorcerer-queen you are allowed to 
leave without further hindrance. None 
of you are completely satisfied with the 
arrangements you have made_ with 
Abalache-Re or each other. Yet you live, 
and with life there is hope and the 
chance to struggle on while Abalache- 
Re's paranoia acts as the constant 
threat that binds you to each other. 


The following individual conclusions are 
read to describe what happens to the PCs 
within the next two years. They may need to 
be adjusted if the agreements and alliances 
prove different from above. The text in the 
brackets should only be read if the given 
player refused to cooperate with Abalache- 
Re in Encounter Eight and was thus 
targeted for assassination. 


Lord Minz continues to play the 
dangerous game of Raam politics with 
prodigious success. Staying carefully 
neutral in all dealings with the sorcerer- 
queen Minz garnishes wealth, power and 
respect while greatly helping to stabilize the 
situations that arise to threaten Raam's 
stability. "Praise be to Lord Minz", becomes 
a popular slogan on the streets of Raam, one 
that Lord Minz is not comfortable with. 
More importantly, Minz's two children grow 
to be strong and happy. 

[However, all is not a happy ending, for 
Lord Minz continues to have powerful 
enemies. One evening two years after the 
adventure that forged a new relationship of 
power in Raam, Minz is found slain in his 
fields. He was alone and so there were no 
witnesses, but it was commonly speculated 
that Lord Sirth had finally caught up with 
the powerful Minz. Sirth, for his part, 
claimed to be innocent right up to the point 
of his public execution by the High Templar 
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herself. Many quietly wondered if the 
sorcerer-queen had not made Lord Sirth the 
scapegoat. ] 


Telash Minz gained his inheritance and 
opened a huge psionic academy on the 
outskirts of Raam. The academy is widely 
believed to be the best on all of Athas, while 
Telash himself begins to study new aspects 
of 'The Way' that no one had heard of 
before. 

[Sadly, Telash disappeared one evening 
in a dazzling display of psionic ability and 
was never heard from again. Telash was 
demonstrating some new discoveries to a 
select group of students when he was 
suddenly engulfed in radiant light. His face 
twisted in pain and fury, Telash reportedly 
exclaimed, "So! You've come for me at last, 
have you??" then completely vanished.] 


Dalache-Ke rose in prominence and 
stature within the Templar bureaucracy, 
and within two years was granted the 
position of "Mayor of the City". Great wealth 
and influence came under her command as 
Dalache realized many of her dreams and 
worked hard for the betterment of the city 
as well as herself. 

[Or at least, she would have. During her 
installation as Mayor the structure where 
the ceremony was being held suddenly 
collapsed. Dalache's body was never found 
in the tons of rubble that cascaded down. As 
for the sorcerer-queen, her only comment 
was, "Dalache built it. If it collapsed on its 
own then obviously the fool didn't build it 
correctly. She died of her own 
incompetence, and deservedly so."] 


Belock fought and trained and studied 
for two years in preparation for his life's 
dream; to challenge the Dragon of Tyr. 
Belock's popularity with the citizens of 
Raam grew as he demonstrated stunning 
physical and combat achievements. Most 
importantly, Belock finally learned to control 
his amazing wild talent. His Animal Affinity 
talent lent him the strength, power, and 
cunning of a full-grown Athasian Earth 
Drake so that no mortal creature could 
stand before him. 

[Belock strode out into the desert one 
morning, and was never heard from again. 
His fate was unknown. ] 
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Kalihana gained a_ great deal of 
influence as he moved freely among Raams 
powerful and wealthy elite. Finally, he 
gained access of prodigious importance. 
Kalihana discovered important arcane and 
magical knowledge that he took back to the 
organization that he works for, the Veiled 
Alliance of Raam. The information was most 
welcomed by the Alliance's leader, who 
claimed it would help in her transformation 
to a creature capable of challenging the 
Dragon and all of the sorcerer-kings. 

[Unfortunately for Kalihana, the 
sorcerer-queen caught him during one of his 
excursions into her personal library. No one 
knows what happened to Kalihana, as he 
was never seen again. ] 


Rogil M'ke formally took control of 
House M'ke one year after his adventure 
with the sorcerer-queen and under him 
House M'ke flourished. It became the only 
major trading house in Raam, responsible 
for 75% of all of the trade that takes place 
within the city walls. The coffers and power 
of House M'ke, and of Rogil M'ke, spread 
across Athas in a large commercial empire. 

[Tragedy struck one night, however, 
when a mysterious fire swept through the 
largest of M'ke warehouses where Rogil 
happened to be at the time. For some 
reason, he was unable to escape the inferno 
and died in its flames. ] 


Once it is made clear to the players what 
their character's fate has been, read or 
paraphrase the following: 


Overall, all has gone well (or at least 
it has for some of you). Just over two 
years after your adventure, something 
dramatic has happened: The Sorcerer- 


Queen has disappeared! The 
circumstances around her 
disappearance’ are _ striking. One 


afternoon Abalache-Re appeared from 
inside of her temple shouting for her 
generals and High Templar. Looking 
somewhat anxious the sorcerer-queen 
quickly assembled a large force of 
soldiers, some 2,000 Legionnaires. In a 
whirl of magic, smoke, and _ light, 
Abalache-Re disappeared’ with her 
soldiers and a dozen templars. She 
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didn't even tell anyone where she was 
going. For seven days there was no 
word. On the eighth day, however, a 
staggering development occurred. All of 
the city's templars lost their spells. 
While this seemed almost certain proof 
that Abalache-Re had died, 
confirmation came some ten days later 
from the most dubious of sources, King 
Hamanu of Urik. In a brief letter to the 
hastily organized ruling council of 
Raam, the letter simply said, "Your 
queen is no more. She has fallen before 
the Heroes of Tyr and Rajaat's magic. 
Now the city is truly yours." 

Now a great challenge faces you: 
How to rule the great city of Raam 
without the threat of the _ sorcerer- 
queen binding you together. But that is 
an adventure all its own.... 


For those unfamiliar with the DARK SUN 
novels, Abalache-Re went into the desert to 
stop the 'Heroes of Tyr' from using the Dark 
Lens (A power psionic artifact) from being 
used to release Rajaat (Athas's first 
sorcerer) from his prison in the Plane of 
Shadow. She failed and was slain. 


The End 
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Lord Tertis Minz 


Human Male 14th Level Fighter Align: Lawful Neutral 


STR 19 +3/+7 OD:16(8) BB: 50% 
DEX 17 Reac +2, Msl +2, Def Adj -3 
CON 17 HP Bonus +3 

INT 16 5 Lang 

WIS 17 Mag Save +3 


CHA 17 

Base THACO: 7 Age: 39 

AC: -2 (w/o shield: 0) Ht: 6'4" 

AC Rear: 3 Wt: 240 lbs. 
Armor Type: Braxat Hide, shield +1 Hit Points: 102 


Saving Throws 

Paralyzation, Poison, Death: 5 
Rod, Staves, Wands: 7 
Petrification or Polymorph: 6 
Breath Weapon: 5 

Spells: 8 


Weapon Proficiencies: Broad Sword (Specialized), Battle Axe, Long Bow, Dagger, 
Footman's Flail, Lance, Sling 

Non-Weapon Proficiencies: Bargain (15), Heat Protection (14), Sign Language (17), 
Direction Sense (18), Etiquette (17), Heraldry (17), Riding (Kank, Crodlu, Erdlu) (19), 
Survival (Stony Barrens) (16), Blind Fighting (NA) 

Languages: Raam Dialect (Spoken Only) (Native), Draj Dialect (Spoken Only) (16), Urik 
Dialect (Spoken Only) (16), General Common (Speak, Read, Write) (16) 


Wild Psionic Talent: NONE. While all Dark Sun characters have a wild talent, Lord 
Minz's personal philosophy has kept him from ever using it. It has since atrophied into 
uselessness. 


Weapons THACO #/Att Damage Rng SF Type 
True Self Blade 2 5/2 2d4+9/1d6+10 NA 4 S 
(2) Steel Daggers 4 2/1 1d4+7/1d3+7 1/2/32 P 


Magic Items: "True Self Blade" - +2 broadsword with the following powers: 

This magnificent ancient sword has been in the Minz family for generations and it is a 
symbol of your power. The sword conveys a resistance to all magic, psionics, and poisons. 
Resistance is equal to the sum of the wielder's CON and Level, so that you have a 31% 
resistance to magic, psionics and poison. The drawback to this powerful ability is that it only 
works if you have no other magic weapon, only one magic armor, and you do not use 
psionics. The reflects the Minz traditional philosophy. Hostile magic, psionics or poisons 
used against the wielder will become immediately apparent to the wielder. The sword is not 
sentient. 


Equipment: (1) Two-gallon waterskin; flint/steel; range clothes (work clothes with the Minz 
family's red and black emblem); hard boots; gray cape; 22 gp; 17 sp; 5 gems worth 20 gp 
each 


Personality: Vindictive. Domineering. Intense. Always looking for "Leverage". 
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You are a self-made man. Born to a wealthy family, you made your own way and earned 
your keep when you were very young. You are an impressive fighter, a shrewd 
businessman, and a cunning tactician. You have confidence in the sharpness of your mind 
as well as the in the strength of your sword arm. 

To your friends you are a steadfast ally. To your enemies you are a bitter antagonist. Yet 
physical conflict and war in the streets is your last resort. You learn about your enemies and 
potential enemies, searching for weaknesses and evaluating strengths. Often you have 
avoided fighting just by taking advantage of another's weakness to devastating effect. 

Take the incident with Lord Sirth. You discovered that Sirth was plotting to poison your 
wells, which would have meant disaster for your holdings. Your spy network discovered how 
the saboteurs were getting their instructions from Sirth and they intercepted several 
messages. Then you substituted your own message and instructed the saboteurs to put a 
much diluted form of the poison in Sirth's own wells. Thus you not only saved your own 
wells, but you sent a succinct and pointed message to the upstart Lord without anyone 
getting hurt in the process. Sirth was sick for a week but he got the point and has since left 
you alone. 

You are not an evil or cruel man. You neither impose your will needlessly, nor do you 
wield your influence to the detriment of others. You DO have a high standard of morals that 
not everyone can live up to; after all, not everyone is a Minz. Yet the one thing you yearn 
for most is control. Control over your life, over your world and over your destiny. This is 
what makes you search for the leverage and influence that gives you control over so many of 
your rivals. You are a fair man. Those who mind their business you leave alone. Those who 
serve you or offer true good will (a rare thing these days) are generously rewarded. Those 
who threaten you rarely receive mercy. 

One final note: You DESPISE the sorcerer-queen. She is an evil, corrupt, and weak ruler. 
How can anyone with such awesomely destructive powers be so incapable of using them to 
maintain control in her own city is beyond your understanding. As such a weak leader she is 
beneath your contempt, but as a powerful sorcerer-queen she has your healthy respect. She 
is more of a liability to Raam than an asset and helps to perpetuate a society that means 
misery and suffering for so many. Were it in your power, you would cast her from her throne 
and 
set the slaves of Raam free, much as the heros of Tyr did to that monster Kalak. Yet even 
with your sword, your enemies, and your allies, you doubt that you have the power, and the 
neighboring kings in Draj and Urik stand ready to take advantage of any weakness Raam 
might show. Better to tolerate status quo and hope that stability will soon return to Raam. 


Telash Minz, Master Psionicist - Your brother, the 'black sheep' of the family. Your younger 
brother has abandoned the ways of your noble line and followed the 'Way of the Mind', as he 
so puts it. For years you have played the part of ‘disapproving brother’, and have withheld 
the money and lands that are his inheritance in hopes that he would return to the traditions 
of the Minz line. You've just about given up hope, though. Telash has been a psionicist for 
years and is now a Master of his own school. You love your brother, and he has been a good 
uncle to your children. If only he wasn't so contemptuous of family tradition. 


Dalache-Ke, Templar Captain - Dalache-Ke is the Captain of Raams' Works, and as such 
oversees all construction and fortification. This makes her very powerful. She is also 
extremely ambitious, which makes her dangerous. Your spies say that she might ---- just 
might --- be plotting against the sorcerer-queen herself. One thing that you know for sure is 
that Dalache is strapped for cash. While she sells favors to many and takes money from 
merchants to ignore illegal cargo, she also pays out a great deal of money to keep Raams 
secret police, the Kuotoagha, largely allied to her. She seems to have the genuine interests 
of the city at heart, but as yet you do not perceive her ultimate goals. Occasionally she is an 
irritant to you, extorting excises from your businesses for the sake of her cash-flow. You pay 
it to avoid trouble, because you know that the templars and the kuotagha are not to be 
trifled with or taken lightly. 
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Belock, Legendary Gladiator - Known as the 'Dragon Of Raam', this legendary gladiator is 
the most devastating fighter you have ever seen. He fights as if he were the very stuff of 
elemental violence. He is also an extremely honorable man, and you were glad to see him 
freed six years ago by an anonymous benefactor. Belock wields great power not only in his 
sword arm but also as a figurehead. In this troubled city of Raam, no one brings excitement 
to the city like Belock. He has a huge popular following. Your spies tell you that the 
sorcerer-queen is madly jealous of his popularity. She would have assassinated him long 
ago, but she realizes what a difficult task that might be in and of itself, and public reaction 
would be horrendous if she didn't do it properly. If a man be known by his enemies, then 
you hope to be counted among Belock's friends. 


Kalihana, Trader - Kalihana is a shrewd, cunning elf who excels in negotiation and 
bargaining. He is also a high ranking member of Raam's Veiled Alliance, and the cities only 
crematory is their headquarters. You find all sorcerers distasteful, but as long as the 
Alliance leaves you alone (indeed, they keep a very low profile in the city), you will leave 
them alone. The Alliance is a mixed blessing for Raam, as it acts both as a counter to the 
sorcerer-queen's power and a source of irritation to her. All your interested in is Kalihana 
the negotiator. He understands power and politics, and you have used him as an arbitrator 
in the past. 


Rogil M'ke, Trader - Rogil plays the part of a rich man's brat, a noble fop living off of the 
merchant house M'ke's wealth. Fancy parties, beautiful women, and social occasions seem 
to fill his calendar as he prances about as the spoiled son. This is all an act. Your spies had 
discovered that Rogil M'ke is actually in secret command of many aspects of House M'ke, 
and only plays the part of a fop to deceive his enemies. You admire his slyness. You also 
admire the strength of his merchant house, and have often thought that civil unrest in Raam 
might be quieted if House M'ke would use its influence and power to keep the city market 
open more days and actively promote commerce throughout the city. As things have gotten 
more chaotic in Raam, House M'ke has become defensive and withdrawn, closing many of 
its offices and not opening for business every day. This is just made things worse. 
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Dalache-Ke, Templar 


Captain of Raam's Works 
Human Female 12th Level Templar (cleric) Align: Lawful Neutral 


STR 14 OD:8 BB: 7% 

DEX 16 Reac +1, Msl +1, Def Adj -1 
CON 16 HP Bonus +2 

INT 17 6 Lang 

WIS 20 Mag Save +4 


CHA 16 

Base THACO: 14 Age: 33 
AC: 2 Ht: 5'11" 
AC Rear: 4 Wt: 140 lbs 


Hit Points: 65 
Armor Type: Bracers of defense AC 4 


Saving Throws 

Paralyzation, Poison, Death: 6 
Rod, Staves, Wands: 10 
Petrification or Polymorph: 9 
Breath Weapon: 12 

Spells: 11 


Weapon Proficiencies: Crossbow, Morningstar, Hammer, Longsword, Staff 

Non-Weapon Proficiencies: Engineering (17), Etiquette (16), Heraldry (17), Bureaucracy 
(17) 

Languages: Raam Dialect (Spoken, Read/Write) (Native Language), General Common (18) 


Weapons THACO #/Att Damage Rng SF Type 
Light Crossbow +1 12 1/1 - 6/12/18 7 P 

12 Light Bolts 1d4+1/1d4+1 
Steel Longsword +1 13 1/1 1d8+1/1d12+1 - 5 S 


Magic Items: Ring of blinking, lime of invisibility 


Equipment: Rich clothing of brightly dyed silk, elegant and embroidered with the heraldry 
of Raam; Also a set of non-descript street clothes that keeps you nice and inconspicuous; 
(1) One-gallon waterskin filled with red Tyr brandy; (1) One-gallon waterskin filled with 
water; 16 gp; 12 sp; (2) gems at 10 gp each 


Turning Undead: On the table below, 'T' means the undead will obey you. 'D' means the 
undead is totally subservient and will try to follow your commands dutifully. If capable of 
the thought, they will attempt to put your welfare above their own. 

Ghast, or 5 HD or below: D 

Wraith or Mummy, or 6 or 7 HD: T 

Spectre, or 8 HD: 4 

Vampire, or 9 HD: 7 

Ghost, or 10 HD: 10 

Lich, or 11+ HD: 13 


Wild Psionic Talent: Post Hypnotic Suggestion (PS: 12, Cost: 13, Maint: 8, PSP's: 76) 


THIS POWER HAS BEEN SIMPLIFIED FOR TOURNAMENT PLAY. Any creature with an 
Int between 7 and 17 can receive a post-hypnotic suggestion. You may plant a suggestion of 
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some reasonable course of action. When that situation arises, make a PS roll at -1 for each 
day that has passed since the suggestion was planted. A 'reasonable' course of action must 
not violate a target's alignment or class restrictions. It CAN be something that target would 
not normally do. 


Spell List 3rd Level (Choose 6) 
____ Animate Dead 

1st Level (Choose 7) ____ Continual Light 
____ Animal Friendship ____ Cure Blindness/Deafness 

__ Bless ____ Cure Disease 
____ Command ____ Dispel Magic 

__ Create Water ____ Feign Death 
____ Cure Light Wounds ____ Hold Animal 

__ Detect Good/Evil ____ Meld Into Earth 
____ Detect Magic ____ Prayer 

_ Detect Poison ____ Protection from Fire 


__ Detect Spares and Pits __ Remove Cure 

_ Endure Heat ____ Remove Paralysis 
_ Light _____ Snare 

_ Magical Stone ____ Speak with Dead 
____ Pass Without Trace ____ Stone Shape 

__ Protection from Good/Evil _ _ Summon Insects 


Remove Fear 


__ Sanctuary Ath Level (Choose 4) 

___ Animal Summoning I 
2nd Level (Choose 7) ___ Cloak of Bravery 
____ Aid ____ Detect Lie 
____ Augury ____ Divination 
____ Barkskin ____ Imbue with Spell Ability 
—____ Chant ____ Neutralize Power 
____ Charm Person/Mammal ____ Plant Door 
____ Detect Charm ____ Produce Fire 
____ Dust Devil ____ Protection Evil/Good - 10' Rad 
____ Enthrall ____ Repel Insects 

___ Find Traps ____ Spell Immunity 
____ Flame Blade ____ Sticks to Snakes 
____ Heat Metal ____ Tongues 

___ Hold Person 

__ Know Alignment Sth Level (Choose 1) 
____ Messenger __ Air Walk 
____ Obscurement __ Control Winds 
__ Silence 15' Radius __ Cure Critical Wounds 
___ Trip __ Dispel Evil 
__ Warp Wood __ Flame Strike 
__ Insect Plague 
__ Control Winds 
Pass Plant 


Wall of Fire 


Powers of a Templar (In the City-State of Raam) 
You may call upon any slave to do your bidding. 
You may pass judgement upon a slave at any time. 
You may legally enter the house of any freeman. 
You may requisition 12d4 soldiers (1st level Templars). 
You may accuse a freeman of disloyalty. 
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You have access to all parts of the palace. 

You can draw on the city treasury for 12d10 GP's for official city business. 
You can pass judgement on any freeman. 

You can accuse any noble (but cannot pass judgement on nobles). 


Personality: Manipulative. Authoritarian. Bureaucratic. Struggling to build power bases. 


You are the consummate civil servant. Once a lowly supervisor of such demeaning projects 
as the city sewage and waste system, you have struggled and worked your way to where you 
are now: Chief of City Works. All city projects, no matter how large or how small, must pass 
through your office and gain your approval. This position has also provided you with some 
tremendous political opportunities. 

Political alliances, you have learned, are much like engineering projects. They must be 
well-planned. They must be thoroughly researched and studied and carefully put together. 
Poorly built alliances are like poorly built walls; stress can cause them to come crashing 
down. You can only hope that you survive to rebuild. 

Despite the dangers, you truly enjoy the politics and bureaucracy of Templar life. The 
wheeling and dealing behind the scenes is almost like a game, although this game can kill. 
You believe that only through the templars will control and order be maintained and 
prosperity brought back to Raam. Who else is better able to allocate resources, settle 
disputes, and chart Raam's future course than Templar Bureaucracy? Certainly the 
sorcerer-queen is almost god-like in her powers, but she needs help running and controlling 
the city. She needs direction and focus and trusted servants to do all the little things that 
help keep a city running smoothly. It's a shame she seems so unwilling to use her awesome 
destructive powers to keep her subjects in line. It's such an obvious solution to Raam's 
chaotic condition: show a lot of flash and some major dazzle and the people will fall right 
into line. More importantly, it would be safe for Templars to walk the streets without armed 
guards again. 

Your own political power base is substantial. You have contacts and allies in nearly 
every part of Raam's power base (see below). Unfortunately you are suffering from a real 
lack of cash flow. Much of your power is based on your ability to line other peoples pockets, 
so even though you have a great deal of money coming in you also have a great deal of 
money paying out. You need to cut your expenses, or raise your income, or both. Perhaps 
you could cut a deal with a few merchants or nobles. Arrange for tariffs to be lifted off their 
goods in exchange for a simple, single payment to you. 


Lord Tertis Minz, Fighter - A powerful man, Lord Minz is the second most powerful person in 
Raam, second only to the sorcerer-queen herself. Although he has remained stolidly neutral 
throughout the civil unrest, your recent vision indicates that this could change. That would 
be very bad. Lord Minz is dangerous, politically, militarily, and personally. The city cannot 
remain at peace without him. If you could help him recover his children then Minz would be 
indebted to you. Perhaps a secret political alliance or large financial reward. At the very 
least, gaining the support of Lord Minz in stabilizing the city would put you in good standing 
with the sorcerer-queen. Enough so, in fact, that she may stop looking into your own 
structure of political alliances. Garnishing Abalache-Re's attention can prove most fatal. 


Telash Minz, Master Psionicist - Telash is Tertis's younger brother, and your sources say 
that things have not gone well between the two for many years. Telash runs the city Psionic 
Academy, and psionics are looked down upon by the Minz family. So in effect, Telash is the 
‘disappointing brother' to Tertis. While the brothers still talk to each other, Lord Minz is 
withholding Telash's inheritance of money and land. You could really use Telash's help. 
Your own spy network has been hampered and compromised on occasion by rival 
psionicists. If you could help Telash get his inheritance, perhaps Telash would help you 
discover your true enemies in the templar bureaucracy. Eliminating a few enemies would 
certainly help your cash flow. Trouble is, Telash distrusts you and hates the sorcerer-queen. 
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Belock, Legendary Gladiator - The only popular figure with widespread public support, 
Belock is the legendary 'Dragon of Raam'. In the arena he has no equal, while outside the 
arena he attracts huge throngs of fans and well-wishers. He is the closest thing to a hero 
that the people have. More importantly, he earned his freedom six years past. Gaining his 
support would make him a most valuable tool. With Belock as a rallying point he could be 
instrumental in stabilizing the population -- or destabilizing them if actually necessary. With 
him on your side the sorcerer-queen would owe you a great debt and be powerless to move 
against you publicly. There is one major drawback, however. If Belock figured out you were 
trying to manipulate him he might retaliate. 

That would be bad. 


Kalihana, Trader - This elf is a prominent businessman with business, social and political 
contacts all over the city. He has earned a reputation for diffusing tense situations. Despite 
his rather clean-cut look, he earns a great deal of money as partial owner of the city's only 
crematory; dirty yet vital work that no one else will touch. Kalihana also seems to have some 
Veiled Alliance contacts. Several powerful members of the kuotagha, the Raam secret police, 
are under your influence. They have reported that Kalihana has had repeated contacts with 
known Veiled Alliance members. It is believed Kalihana is selling contraband spell 
components to them. Kalihana himself is no threat to Raam. Perhaps you could gain some 
extra cash by dipping your hand into the lucrative and illegal spell component black market. 


Rogil M'ke, Trader - Rogil is a handsome young man know to e a regular Raam socialite with 
a real appetite for the ladies. He's also considered a spoiled brat who lives off his 
grandfather's fortune. This seems strange, as Truvo M'ke is the shrewd patriarch of House 
M'ke, one of the largest trading houses. Sure Truvo would not tolerate such irresponsible 
and lecherous behavior. In any case, you would jump at the opportunity to make contacts 
with House M'ke. If you put a squeeze on M'ke's rivals then all sorts of money might come 
your way from House M'ke's coffers. 
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Belock, Professional Gladiator 
Mul Male 13th Level Gladiator Align: Lawful Neutral 


STR 22 +4/+10 OD: 18(14) BB: 80% 
DEX 18 Reac +2, Msl +2, Def Adj -4 
CON 16 HP +2 

INT 15 4 Lang 


WIS 15 

CHA 15 

Base THACO: 8 Age: 22 

AC: -2 (optimized AC: -4) Ht: 6'0" 

AC Rear: 2 Wt: 240 lbs 


Hit Points: 90 
Armor Type: Piecemeal Armor (Braxat hide on torso, chainmail on arms/legs) 


Saving Throws 

Paralyzation, Poison, Death: 5 
Rod, Staves, Wands: 7 
Petrification or Polymorph: 6 
Breath Weapon: 5 

Spells: 8 


Weapon Proficiencies: Proficient in all weapons 

Specialized: Alhulak, Carrikal, Dejada, Double-Bladed Spear, Lotulis, Trikal, Two 
Weapon Style (-2 in left hand), Two Hand Style (-3 speed factor, ability to disarm) 
Non-Weapon Proficiencies: Blind Fighting (NA), Armor Optimization (16), Tactics (14), 
Endurance (16), Dirty Tricks (13), Arena Acting (14), Taunting (15), Heat Protection (13), 
Weapon Improvisation (14), Weakness Identification (13) 
Languages: Raam Dialect (Spoken Only) (Native), General Common (Speak) (15) 


Wild Psionic Talent: Animal Affinity (PS: 12, Cost: 15, Maint: 4/Rnd, PSP's: 83, Prep: 0) 
This powerful ability gives the user and affinity for a particular animal. This affinity 

allows you to 

gain and ability or power of the animal for which you have an affinity. Unfortunately, you 

seem to 

have an affinity for a particularly powerful animal, although you do not know yet what the 

animal is. 

The few times you have tried to use it such power filled you that you felt ready to burst with 

heat 

and energy. Your lack of control over such power nearly killed you. For more on this see 

Personality and Interactions. 


Weapons THACO #/Att Damage Rng SF Type 
Double-Blade Spear +1 2 5/2 1d8+13/1d84+13 - 8 P 
Trikal +1 2 5/2 1d104+13/1d10+13 - 8 P 


Magic Items: (4) Grapes of Neutralize Poison, (1) Peach of Slipperiness 


Special Weapon Abilities: 

Double-bladed spear - This weapon is identical to a spear, except that it has two heads, 
one at each end. Proficient Use: The proficient wielder can use both blades on a single 
opponent by twirling the spear. This maneuver confuses opponents who have never seen it 
before, giving them a -1 to attacks and damage for the next two combat rounds. Specialized 
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Use: May attack more than one opponent with only a -1 penalty to damage. Thus Belock, 
who has 5 attacks every two rounds, could effectively attack 3 opponents two times each 
every combat round. 

Trikal - This is a small pole arm, about 6' long. Five foot of it is a stout wooden shaft. 
The last foot is a metal head with three blades projecting from the central shaft. The butt 
end of the shaft is slightly weighted to aid in its momentum while in use. Proficient Use: Can 
use the head of the weapon to knock opponents off-balance. Attacker makes a successful hit 
at -2, then defender makes a Dex check at -3 or fall over backwards. Specialized Use: Can 
hook an opponents feet from beneath in a pull/trip maneuver. The trikal's head makes it 
harder for an opponent to recover from such a maneuver; an unmoving enemy makes a Dex 
check at +3, while an unaware opponent makes a Dex check at -5. 


Equipment: (1) Two-gallon waterskin; (1) weeks iron rations; black leathers; cape and 
boots (all 
with gold drake emblem); 12 gp; 32 sp; 40 ceramic 


Personality: Bold. Daring. Arrogant. Believes in 'Ultimate Destiny’. 


As a child you were kidnapped and sold into the gladiatorial arena. That was so long ago, 
and you were so young that you don't even remember your parents. You think they might 
have been killed when you were taken, but you really can't remember. 

All that you do remember has to do with the arena. You were chosen for the games 
because even at a young age your strength was phenomenal and you had great natural 
agility. These abilities were nurtured and sharpened as you were taught combat and the life 
and death of the games. Finally, at the tender age of 13, you were pitted against your first 
professional opponent; a four-armed b'rohg from the deep desert. The pelfre had you down 
at a definite disadvantage and the betting odds were set long against you. Yet you made 
your owner much money that day when you beat the b'rohg easily and swiftly. 

Since then you have had a career like no other. Never defeated, you have heaped 
victory on top of victory until reaching legendary status in Raam and elsewhere. Now there 
is no where in the city that you are not immediately recognized and fawned over. Two years 
ago, your owner, Geran Tal, died of a heart attack. Your status as property was uncertain 
until an anonymous noble purchased you and then immediately set you free. You never 
discovered the noble's identity and you never had a chance to thank him. 

You became a free gladiator of Raam, deciding your fate as you battled the challengers 
of your own choosing. Every game day that you fight in sees a sell-out crowd as fans throng 
the street to witness your approach. 

You fight less frequently now. The truly challenging opponents are few and far between; 
no fight is worthy of you unless the opponent is your equal, unless there is at least a chance 
of you losing. You fear that day may yet come when no normal opponent will offer you a 
worthy challenge. Then it will be time to meet your destiny. Then you will stride out into the 
desert and confront the dragon himself. 

Two Goals - There are two goals that may help you attain your destiny. They are taming 
your wild talent and solving the mystery of Urik's gladiators. 

Only twice have you attempted to use your wild talent; each time has nearly ended in 
disaster. Normally a talent such as yours endows the user with a preferred trait from the 
animal with which he has an affinity. For example, a person with an affinity for an Athasian 
Roc may gain the roc's sharp eyesight, devastating attacks, or even the ability of flight. Yet 
your talent is different. Your affinity seems to be for a creature of awesome power, and you 
cannot control it. It's as if the creature is simply too mighty for your mind and body. 

Ridiculous! You are Belock, the 'Dragon of Raam'. You will learn how to tame the beast 
inside of you and use it to hunt the dragon. No other outcome is acceptable. 

As for the gladiators of Urik: In the last three months a group of six previously unknown 
gladiators have appeared in Urik's Pit of Black Death, as the arena is called. You have heard 
that the fight in a grim, silent determination most unsettling to behold. They are never 
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tricked, never fooled, never caught unaware. They fight as if they know their opponent's 
moves before their opponent does. At present, they are undefeated. 

Certain acquaintances have told you that these gladiators are the vile creation of King 
Hamanu of Urik and his vile defilers. If you could see one of these gladiators for yourself 
perhaps you could learn their secret. If they are truly the product of defiler magic, then 
perhaps understanding them will help you in your ultimate quest. 


Lord Tertis Minz, Fighter - Strong-willed and honorable, Lord Minz is a great leader of men 
and a great warrior. It would be an honor to fight at his side. Also, you suspect that Lord 
Minz is the man who purchased your freedom. Rescuing his children would allow you to 
settle the debt honorably. 


Telash Minz, Master Psionicist - Telash is Tertis's brother, and you understand that the two 
are barely on speaking terms. Minz family tradition precludes the use of magic or psionics, 
so Tertis is angry with his younger brother for breaking with family ways. You don't exactly 
understand such 'traditions', but that's ok; you really don't like Telash anyway. He's such a 
snob, so arrogant and uppity. He considers gladiators no better than animals; it's rather 
interesting that he has never stated such an opinion when you've been around. Shows he 
has enough sense to avoid a confrontation of honor. Besides, you would really like to have 
Telash's help with your wild talent. If anyone could teach you control, it would be the Master 
Telash Minz. Question is, how do you get him to cooperate? 


Dalache-Ke, Templar Captain - This templar is the Captain of Raam's Works, a powerful 
position in charge of all engineering and construction projects. All templars are 
manipulators, but Dalache seems to be a master among masters. She could provide you 
with two things. First, a weapon that might be usable in your ultimate quest (if such a 
weapon exists), second, information pertaining to secret passages throughout the palace 
and gladiatorial arena. Question is, are you willing to pay the kind of price she will ask for 
this information? 


Kalihana, Trader - This elf is a somewhat friendly acquaintance of yours. You met him six 
years ago when he represented some faceless noble and purchased your freedom. He has 
refused to confirm or deny that Lord Minz was the actual benefactor, as he was sworn to 
secrecy. You have since learned that Kalihana is a much regarded negotiator who wields 
words like you do weapons. His naturally selfish arrogance is a racial characteristic and 
therefore easy to forgive. 


Rogil M'ke, Trader - A wimp of a man, Rogil lives off the earnings and power of his 
grandfather's merchant house. If he were half the man his grandfather, Truvo M'ke were, 
then he would gather much respect. As it is, he is good for nothing but spending his 
grandfathers money and wenching. Someone needs to show Rogil how to be a true man. 
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Kalihana Of The Ormul, Trader 


Elf Male 15th Level Preserver (wizard) Align: Neutral Good 


STR 13 OD: 7 BB: 4% 

DEX 18 Reac +2, Msl +2, Def Adj -4 
CON 16 HP +2 

INT 18 7 Lang 

WIS 15 Mag Save +1 


CHA 15 

Base THACO: 16 Age: 87 
AC: 4 Ht: 7'4" 
AC Rear: 8 Wt: 180 lbs 


Hit Points: 47 
Armor Type: Clothes, Wooden ring of protection +2 


Saving Throws 

Paralyzation, Poison, Death: 11 
Rod, Staves, Wands: 7 
Petrification or Polymorph: 9 
Breath Weapon: 11 

Spells: 8 


Weapon Proficiencies: Dagger, Bo Stick, Club, Staff, Darts 

Non-Weapon Proficiencies: Bargain (15), Ancient History (15), Herbalism (14), Artistic 
Ability (Singing) (15), Somatic Concealment (15), Spellcraft (14), Ancient History (15) 
Languages: Raam Dialect (Speak, Read/Write) (Native), General Common (Speak, 
Read/Write) (16), Elvish (Speak) (17), Ancient Elvish (Speak) (16), Ancient Elvish 
(Read/Write) (17) 


Weapons THACO #/Att Damage Rng SF Type 
Steel Dagger +1 15 1/1 1d4+1/1d3+1 1/2/31 P 


Magic Items: Lime of Youth (Lowers age 1d10 Years), Stinkweed of Invulnerability 
(Improves AC by 2, Saves by +2, Lasts 5d4 Rnds, must be smeared all over body) 

Staff of Power (18 Charges) - These powers cost 1 charge: continual light, magic missile, 
darkness 5', ray of enfeeblement, levitation, cone of cold; these powers cost 2 charges: 
shield, globe of invulnerability, paralyzation 


Equipment: Pouch - Small Glass Mirror, Comb, (2) Pair of stylish and colorful skirts and 
trousers made of silk, (1) vial of lemon-based cologne; 4 gp; 23 sp; 5 gems at 5 sp each; 23 
ceramic Pouch - Spell components to cast each spell twice; parchment; ink; paper 


Wild Talent: Astral Projection (PS: 18, Cost: 6, Maint: 2/hour, PSP's: 68, Prep: 0) 

THIS POWER HAS BEEN SIMPLIFIED FOR TOURNAMENT PLAY. Allows you to jump 
into the Astral plane and travel to other planes of existence. You have used this in your 
magical research. Of more immediate importance, this power allows you to reappear 
anywhere else on the prime material plane. Your physical body stays in one place, but your 
‘astral' body travels alone. All that connects the two is an incredibly tough 'silver cord’. If 
this cord is broken, you die. Only creatures in the astral plane, or those observing with 
astral sight, can see the cord on your astral body. The astral body travels much faster than 
your physical one. For purposes of game play, quadruple your movement while in astral 
space. While in astral space, your physical body must be guarded and undisturbed or you 
will return immediately to it. 
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Spell Book 
1st Level (Choose 5) 
_ Affect Fires 
__ Alarm 
___ Burning Hands 
_ _ Cantrip 
____ Change Self 
__ Chill Touch 
__ Color Spray 
___ Comprehend Lang 
__ Detect Magic 
____ Grease 
___ Hold Portal 
___ Hypnotism 
____ Magic Missile 
_ Phantasmal Force 
____ Read Magic 
__ Shocking Grasp 
____ Sleep 
____ Spider Climb 
___ Spook 
__ Taunt 


2nd Level (Choose 5) 
____ Blindness 
___ Continual Light 
__ Detect Evil 
____ESP 
__ Flaming Sphere 
____ Forget 
___ Glitterdust 
__ Invisibility 
____ Knock 
_ Levitate 
____M. Acid Arrow 
__ Stinking Cloud 
_ Summon Swarm 
_ Tasha's Laughter 
__ Web 


3rd Level (Choose 5) 
____ Blink 
___ Dispel Magic 
___ Fireball 
__ Haste 
____ Hold Person 
_ Lightening Bolt 
_ Melf's Meteors 
___ Slow 
__ Spectral Force 
_ Suggestion 
__ Wraithform 


Ath Level (Choose 5) 
__ Confusion 
__ Dig 
____ Dimension Door 
__ Black Tentacles 
____ Fear 
__ Fire Shield 
__ Fumble 
_ Ice Storm 
_ Imp Invisibility 
_ Resilient Sphere 
Shout 
____ Stoneskin 
__ Wall of Fire 


Sth Level (Choose 5) 
—_ _ Cloudkill 
_ Cone of Cold 
__ Conj Elemental 
_ _ Distance Distort 
_ Domination 
___ Feeblemind 
__ Passwall 
__ Summon Shadow 
_ _ Wall of Force 


6th Level (Choose 2) 
__ Anti-Magic Shell 
__ Chain Lightening 
_ _ Disintegrate 

__ Legend Lore 

__ Mislead 

__ Move Earth 


7th Level (Choose 1) 

_ Bigby's Grasping Hand 
_ Forcecage 

_ Power Word, Stun 


Powers of an Elf: +1 to hit with tribe-made swords and bows, Can surprise opponents in 
desert (-4 to opponents surprise rolls) 


Personality: Intelligent. Cool-headed. Meticulous. A skilled negotiator. 


Born to merchant parents in Raams Vizier caste, you grew up discontent with city life and 
finally ran away to join a nomadic elven tribe. The desert life, however, was tougher than 
you imagined. After a year of sandstorms, belgoi attacks, and too much kank nectar, you 
returned to Raam. 

During your desert sojourn you befriended a preserver and secretly began studying the 
magical arts. Back in Raam, you contacted the Veiled Alliance and are now its 
second-in-command under the talented, if self-absorbed, human woman Nandra Shantri. 

A capable leader, you are calm in a crisis and always good-looking. You try to use a 
diplomatic approach when dealing with the non-elves, although your natural confidence 
(some say 'arrogance') sometimes shows through. When you keep your fundamental nature 
under control, no one can match your fine sense of politics and negotiation. 

Nothing upsets you more than when you have '‘dirty' work, and the dirtiest of all is at the 
city crematory. As part of your Veiled Alliance cover you and Nandra run the city's 
crematory. Although extremely profitable, you find it a very unpleasant job. 


Lord Tertis Minz, Fighter - Minz is a powerful man who has always stayed carefully neutral 
in Raam politics; it is sad that he has now been manipulated into the middle of them. You 
have worked for him on several occasions as a negotiator and arbitrator. Minz is always 
true to his word, gracious to his friends, and merciless to his enemies. About a year ago Minz 
had some trouble with Lord Sirth, a rival who tried to poison Minz's wells. You have since 
had word that Sirth, far from learning his lesson, has now hatched a plan to burn his crops. 
You would offer information (which includes where, when, how and whom) in exchange for 
something of equal value. This does not necessarily mean money, as information is much 
more valuable in most circumstances. Who knows what opportunities for fair and equitable 
trade might arise now that you're with all these powerful and influential people? 


Telash Minz, Master Psionicist - Telash is the most prominent of Raam's psionicists and runs 
its greatest psionic academy. He is also a Minz, who's family tradition forbids the use of 
psionics and magic. As a result, Telash has been nearly estranged from his older brother for 
many years now. The two still speak, but barely. Telash is still allowed to visit his niece and 
nephew, the very two that were taken. Tertis has withheld, however, Telash's inheritance of 
land and money. 


Dalache-Ke, Templar Captain - All templars are ambitious and dangerous, but Dalache is 
especially so. She is Captain of Raam's Works and as such oversees all engineering and 
construction projects. This gives her tremendous influence; it is rumored that she even 
controls some of the dreaded kuotogha, Raams powerful secret police. If she knew you were 
part of the Veiled Alliance you would be dead in an instant. Or would you? The kuotagha 
have recently backed off from investigating the Alliance and no one is sure why. It would be 
wise to watch yourself around her. 


Belock, Legendary Gladiator - Belock is perhaps the greatest gladiator that has ever lived 
and is well-known in every city of Athas. When his owner died six years ago, Belock was 
purchased by an anonymous noble and then released. That noble was actually Rogil M'ke 
(see below), and you acted as Rogil's agent in the transaction. While you are on friendly 
terms with Belock, you have never divulged Rogil's secret. 


Rogil M'ke, Trader - A real leech on House M'ke, Rogil spends his grandfathers money on 
wine, women and song. His anonymous purchase and freeing of Belock was probably 
nothing more than a passing whim. 


Rogil M'ke, Trader/Fighter 


Human Male 10th Level Fighter/18th Level Trader Align: Neutral Good 


STR 17 ToHit+1 Dmg +1 OD: 7 BB: 4% 
DEX 14 

CON 16 HP +2 

INT 16 5 Lang 

WIS 20 Mag Save +4 


CHA 18 

Base THACO: 11 Age: 34 
AC: 0 Ht: 6'0" 
AC Rear: 0 Wt: 165 lbs 


Hit Points: 62 
Armor Type: Bracers of defense AC 2, wooden ring of protection +2 


Saving Throws 

Paralyzation, Poison, Death: 8 
Rod, Staves, Wands: 6 
Petrification or Polymorph: 8 
Breath Weapon: 9 

Spells: 7 


Weapon Proficiencies: Long Sword (Specialized), Two-Handed Style (Specialized, +1/+2), 
Crossbow, Longbow, Awl, Glaive, Dagger, Blow Gun (Halfling), Morning Star, Javelin, 
Footmans Mace, Footmans Flail 

Non-Weapon Proficiencies: Appraising (17), Bargain (15), Fast Talk (18), Forgery (14), 
Bureaucracy (16), Read Lips (14), Tightrope Walking (14), Etiquette (18), Gaming (18), 
Heraldry (16), Endurance (16) 

Languages: Raam Dialect (Speak, Read/Write) (Native), General Common (Speak) (16), 
Urik Dialect (Speak) (16), Urik Dialect (Read/Write) (17), Draj Dialect (Speak) (16), Draj 
Dialect (Read/Write) (17), Elvish (Speak) (16), Elvish (Read/Write) (17), Halfling (Speak) 
(16), Thri-kreen (Speak) (16) 


Weapons THACO #/Att Damage Rng SF Type 
Steel Long Sword +1 8 2/1 1d8+5/1d12+5 - 5 S 
Steel Dagger +1 9 3/2 1d4+2/1d3+2 1/2/31 P 


Magic Items: Wooden Ring of Telekinesis (100 lbs maximum) 


Rogue Abilities (Stats without Armor): 


Pick Pockets - 60% Open Locks - 50% Find/Remove Traps - 45% 
Move Silently - 80% Hide in Shadows - 80% Detect Noise - 55% 
Climb Walls - 80% Read Languages - 40% 


Equipment: Rich clothing of colorful silk over a suit of more rugged clothes; Light tan 
cloak, soft high boots; (1) one-gallon waterskin filled with wine; (1) one-gallon waterskin 
filled with water; (1) half-gallon waterskin filled with very rare halfling Ice Brandy; (2) Small, 
monogrammed silver chalices; 18 gp; 10 sp; 3 gems at 10 gp each 


Wild Psionic Talent: Combat Mind (PS: 12, Cost: 12, Maint: 2/Rnd, PSP's: 88, Prep: 0) 

This power provides the user with a keen sense of understanding of an enemy(ies)'s 
fighting tactics and weaknesses. As a result, you and your companions are given a -1 bonus 
to your initiative rolls in combat. 


Abilities of a Trader: 

1) You are a master of intrigue and espionage (rogue abilities). 

2) You are a master of poisons. 

3) You are a skilled linguist, gaining a new language every three levels and able to deduce 
the meanings of any similar language already known. 

4) You have the ability of Fast Talk (Note: 'Fast Talk' must be role-played in a believable 
manner and can be adjusted for the situation and the target's wisdom). 


Personality: Cunning. Deceptive. Theatrical. Leads a Double Life. 


You are the great (or maybe great-great; nobody is really sure) grandson of Truvo M'ke, 
House M'ke's Patriarch. You are a handsome man with dark wavy hair, a hawkish face, and 
dark piercing eyes. You are known to enjoy the company of attractive women at every social 
function, but you are never seen with the same lady twice. You freely associate with the 
nobles of Raam and you know many of them consider you a fop. 

This is exactly what you want. This popular image is nothing more than a cunningly 
crafted disguise orchestrated by you and Truvo. Someday you will succeed the old patriarch 
and it will be to your advantage if your rivals underestimate you when this happens. For 
years you have secretly been engaged in running of many of House M'ke's operations. This 
foppish facade exists to divert suspicion and also allows you to gather information about the 
political situation in Raam. 


Lord Tertis Minz, Fighter - Lord Minz is an impressive, honorable, powerful man who's 
wealth and influence is probably second only to the sorcerer-queen's. Up to now Minz has 
remained neutral in politics, but recent events seem certain to change this. This is good. 
Minz's influence could stabilize things in Raam and strengthen house M'ke's position. Truvo 
M'ke is interested in doing much more business with Tertis than what he's currently doing. 
Specifically, House M'ke would like to represent Lord Minz in every city in Athas. Such 
massive buying and selling by M'ke would raise profits for both M'ke and Minz and provide 
the clout needed for a change in Raam. 


Telash Minz, Master Psionicist - Something of a snob, Telash is a powerful psionicist. You 
would like Telash to train House M'ke psionicists, but Telash has always disdained what he 
always called 'crass commercialism’. 


Dalache-Ke, Templar Captain - A templar interested in only one thing: herself. She takes 
payoffs from House M'ke and agrees to leave your business dealings unmolested. House 
M'ke's defensive mentality during the current crisis has hurt trade and you know that 
Dalache-Ke would like to see House M'ke open longer hours on more days. 


Belock, Legendary Gladiator - This legendary gladiator is truly the best of the best. You 
greatly respect his skill and secretly purchased and then granted him his freedom six years 
ago when his previous owner died. You did this anonymously through Kalihana and Belock 
has never suspected you, although as an honorable man he is bound to pay this debt. 
Perhaps you may soon call in that debt. 


Kalihana, Trader - This elf is a skilled businessman and would make a cunning rival or 
worthy ally. You have heard that he as a few Veiled Alliance contacts and wonder if you 
should hire him to sell illegal spell components for you. Still, the news of his contacts with 
the shadowy alliance is only a rumor. This would have to be carefully confirmed and then he 
would have to be delicately approached with this proposition. 


Telash Minz, Master Psiologist 
Human Male 16th Level Psionicist Align: Lawful Neutral 


STR 18 +1/+2 OD:11 BB: 16% 
DEX 15 Def Adj -1 

CON 19 HP +2 

INT 16 5 Lang 

WIS 16 Mag Save +2 


CHA 16 

Base THACO: 13 Age: 37 
AC: -1 Ht: 6'3" 
AC Rear: 0 Wt: 210 lbs 


Hit Points: 102 
Armor Type: Bracers of defense AC 2 


Saving Throws 

Paralyzation, Poison, Death: 10 
Rod, Staves, Wands: 8 
Petrification or Polymorph: 7 
Breath Weapon: 12 

Spells: 11 


Weapon Proficiencies: Dagger, Staff, Short Sword, Sling 

Non-Weapon Proficiencies: Hypnosis (14), Harness Subconscious (18), Rejuvenation 
(18), Meditative Focus (19), Etiquette (16) 

Languages: Elvish (Spoken Only) (16), Raam Dialect (Speak, Read Write) (Native / 17), 
Draj Dialect (Spoken Only) (16), Urik Dialect (Spoken Only) (16), General Common (Spoken 
Only) (16) 


Weapons THACO #/Att Damage Rng SF Type 
Staff of Striking +3 9 1/1 1d6+2 +Var - 5 B 

(12 Charges) Each Charge expended gives +3 bonus to damage, up to 3 charges can be 
spent in this way giving 

a +9 bonus to damage. 
Steel Daggers 12 1/1 1d4+2/1d3+2 1/2/32 P 


Magic Items: (1) Orange of Extra-Healing, Stone of Psionic Good Luck - Provides +1 all 
saves and psionic power scores. 


Equipment: Two-gallon waterskin; (1) week iron rations; white turban trimmed in blue; 
hard black boots; 15 gp; 15 sp; 15 gems at 5 gp each 


Psionics Profile 
Total PSPs: 281 


Personality: Outspoken. Self-Confident. Intolerant. Dislikes 'Strong-arm' types. 


The only thing separating men from beasts is man's ability to reason. The only thing 
separating honorable souls from those like the sorcerer-queen's is mans ability to feel 
compassion. 

You believe in the higher causes of honor and nobility, that some men and women have 
within them the potential to be superior beings of fairness, intellect, and passion. Yet Athas 


is a savage place. You know that to be realistic, sometimes a man must be cruel and savage. 
It is unfortunate that so many poor, lost souls never get the chance to show their 'higher 
selves’. 

There will always be the unfortunate, the down-trodden, the oppressed. You cannot help 
them all and so should not even try. To try would be to doom yourself to failure and misery. 
Better to help those gifted few that fate brings your way. Better still to take care of your 
own friends and family before all others. 

Nothing aggravates you more than wasted potential. When you others of great physical 
and mental abilities squander themselves in lusts and passions and false pursuits it angers 
and disgusts you. Brutal warriors, spoiled nobility, and over-zealous templars are three kinds 
of creatures you would gladly live without. Were it within your power you would cast them 
from Athas, along with the sorcerer-kings and the Dragon himself. 


Lord Tertis Minz, Fighter - Tertis is your older brother, and his children are your niece and 
nephew. You are barely on speaking terms with Tertis, since you 'abandoned' the Minz 
family traditions and became a psionicist. You've tried to explain to him that you had no 
choice, that your natural psionic traits were so strong that it was either train in the Way of 
the Mind to learn control or let your powers drive you insane. Tertis just doesn't understand 
and feels you have betrayed the Minz name. Still, he hasn't cut you off completely. He lets 
you visit your niece and nephew (after you promised not to 'ruin' them with psionics, a 
promise you have diligently kept). The only thing Tertis has kept from you is your 
inheritance of land and money. As eldest brother, he is well within his right to do so, but he 
refused to give you the inheritance until you abandon your psionics. That is impossible and 
he must be made to see that. The land you can do without, but the money you need in order 
to expand your psionics academy. It would also be nice if Tertis would just accept you for 
who and what you know you really are. 


Dalache-Ke, Templar Captain - As the Captain of Raam's Works, Dalache is a very powerful 
woman. You have met her on occasion, and while you have caught the occasional good and 
decent thought (usually concerning the stability of the city and feeding of all of its citizens), 
Dalache is primarily concerned with power and wealth. This makes her as predictably 
dangerous as any other templar. 


Belock, Legendary Gladiator - The archetype of all that you disdain, this legendary 
gladiatorial champion has known nothing but victory in the arena and adulation from the 
sweaty, ignorant masses. He is barely more than an upright, talking animal, but you will be 
sure not to tell him this. Belock is very dangerous. You'd rather not treat him as a friend, 
but it is far better than counting him as an enemy. 


Kalihana, Trader - You don't know Kalihana personally, but your brother has the highest 
regards for him. Apparently, Kalihana is a skilled negotiator and formidable arbitrator. 
Since Tertis thinks so much of him, maybe you could get this elf Kalihana to talk some sense 
into him. If Kalihana could convince your brother to give you the inheritance you 
desperately need, you would be most gratefully in his debt. 


Rogil M'ke, Trader - Rogil is the great or perhaps the great, great grandson of Truvo M'ke, 
the Patriarch of *the* House M'ke. He is a good looking man with a taste for beautiful 
women and that sees him with a different women at every social occasion. He has the 
reputation of a spoiled brat, a fop sponging off his family's money. Perhaps. Yet in the short 
time you have known him he seems to have an air of cleverness and slyness about him. 
Tertis seems to want a commercial alliance of some sort with House M'ke. Is Rogil the key 
to this alliance? What would it be worth to your brother if you, Telash Minz, were to bring 
them together? 


Psionic Disciplines (5): Clairsentient, Psychokinetic, Psychometabolic, Telepathic, 
Metapsionics 


High Sciences (1): Megakinesis 


Sciences (8): Aura Sight, Precognition, Telekinesis, Create Object, Energy Containment, 
Mindlink, Probe, Metamorphosis 


Devotions (21): Contact, Danger Sense, Know Location, Control Body, Levitate, Molecular 
Manipulation, Adrenalin Control, Biofeedback, Cause Decay, Chameleon Power, 
Displacement, Double Pain, Graft Weapon, Lend Health, Attraction, Aversion, Daydream, 
ESP, Psionic Blast, Cannibalize, Stasis Field 


Defense Modes(5): Mind Blank, Thought Shield, Mental Barrier, Tower of Iron Will, Intellect 
Fortress 


All Psionic Power Scores +1 from Psionic Stone of Good Luck 


Megakinesis - (PS: Wis -3, Cost: 30+, Maint: 15+/Rnd, Rng: 60 yds, Prep: 1) This is 
Telekinesis on a truly grand scale. It operates identical to telekinesis except that the 
psionicist may move an object of up to 500 lbs with a cost of 30 PSP's. For each additional 
mass of 25 lbs, it costs an additional +1 PSP. To hold an object in the air costs 15 PSP's, +1 
per additional mass of 25 Ibs. (Ex: To pick up a 1,500 pound half giant would cost 80 PSP's, 
and to hold that half-giant in mid-air would cost an additional 40 PSP's per round). Objects 
manipulated by megakinesis move at a rate of 60 feet per round. Too slow to be used as 
weapons, but they can be dropped on opponents who are not aware. 


Aura Sight - (PS: Wis -5, Cost: 9, Maint: NA, Rng: 50 yds, Prep: 0) Allows you to see the 
living aura that surrounds all living things. A single use allows you to determined a target's 
alignment or experience level, but not both. For every three levels of the target, PS is -1, 
although a "1" is always successful. 


Precognition - (PS: Wis -5, Cost: 24, Maint: NA, Rng: 0, Prep: 5) Allows you to foresee the 
probably outcome of a course of action within the near future -- no more than a few hours. 
Intended course of action must be described in some detail. DM makes power check 
secretly and then describes vision to player accordingly. Remember, this power indicates 
PROBABLY outcome. It can be very accurate, but not completely infallible. 


Telekinesis - (PS: Wis -2, Cost: 3+, Maint: 1+, Rng: 30 yds, Prep: 0) The ability to move 
objects with the power of your mind. Initial costs equals the object's weight in pounds. 
Maintenance cost is half of the initial cost, rounded down. For faster tournament play, PS is 
not adjusted for object's weight. 


Create Object - (PS: Int -4, Cost: 16, Maint: 3/Rnd, Rng: 20 yds, Prep: 0) Can assemble 
matter from air to create a solid object. Object remains in existence as long as psionicist 
pays maintenance cost. Item can be of an construct as long as it follows one of the four 
following criteria: 1) Fits entirely within a sphere no more than 4 feet in diameter; 2) Fits 
entirely within a cylinder no more than 20 feet long and 1 foot in diameter; 3) Fits entirely 
within a cylinder no more than 2 feet in length and 6 feet in diameter; 4) Weighs no more 
than 10 lbs. 


Energy Containment - (PS: Con - 2, Cost: 10, Maint: NA, Rng: Self, Prep: 0) Can safely 
absorb and assimilate energy from electricity, fire, cold, heat and sound -any energy that can 
be used to harm the character. Any physical attack based on these energy forms can be 
drawn into the body and assimilated. A successful Power Check means the character 


doubles his die roll on their Save. A successful save means the psionicist takes no damage, a 
failed save means the psionicist took only half damage. Psionicist's body will glow with a soft 
nimbus for a number of rounds equal to the number of damage points absorbed from the 
attack. 


Mindlink - (PS: Wis -5, Cost: Contact, Maint: 8/Rnd) Allows the psionicist to communicate 
with any creature he can contact (INT 5 or greater). This is a two-way communication. It is 
not mind-reading since the user will only receive thoughts that the target wishes to send. 
Language is not a barrier when using this power. 


Probe - (PS: Wis -5, Cost: Contact, Maint: 9/Rnd, Rng: 2 yds, Prep: 0) Allows psionicist to dig 
deep into the subject's subconscious mind. Subject must make a save vs. spells; failure 
means that all of the subjects memories and knowledge lie open to the psionicist's perusal. 
Generally, allow one question per round to be answered by probing a subject's mind. 


Metamorphosis - (PS: Con -6, Cost: 21, Maint: 1/Tn, Rng: Self, Prep: 5) Psionicist can change 
himself into anything with approximately the same mass as his body; an animal, plant, tree, 
rock, etc. While in this form he retains his own hit points and THACO (if applicable), but he 
gains the form's new armor class. Psionicist gains all the physical, but not mental or 
magical, abilities of the new form. Each change is very stressful on the psionicist's body and 
requires a successful System Shock roll or the psionicist passes out for 2d6 turns. 


Contact - (PS: WIS +1, Cost: Varies, Maint: 1/Rnd, Rng: Special)This devotion is a 
pre-requisite for many other psionic powers. The cost of other powers, such as Aversion or 
Mindlink, depend on a successful use of Contact on the target first. Cost is based on target's 
HD. 1-5 Levels/HD cost is 3. 6-10 Levels/HD cost is 8, 11-15 Levels/HD cost is 13, and 
16-20 Levels/HD cost is 18. Psionicist must know the target he is contacting, either by being 
able to see the target or know specifically who or what he is looking for. If target actively 
resists the 

Contact power, PS suffers a -2 penalty. 


Danger Sense - (PS: WIS -3, Cost: 4, Maint: 3/Tn, Prep: 0) User experiences a slight tingling 
in the back of the neck when danger is near. DM makes a secret power check when danger 
is near the PC. Success will indicate general direction and will give the user up to one full 
round of warning. 


Know Location - (PS: INT, Cost: 1, Maint: NA, Prep: 5) Reveals general information about 
users location. Answers are along the lines of "a few miles north of Raam", or "in the house 
of Vlad the Impaler". More uses can provide more accurate or specific information. 


Control Body - (PS: CON -2, Cost: 8, Maint: 8/Rnd, Rng: 80 yds, Prep: 0) Can take control of 
another's body, "pulling the strings", so to speak. Target is aware of this, just can't do 
anything about it. Target is still free to talk. Psionicist's Power Score is pitted against the 
target's Strength; the one who makes their roll by the greatest margin wins. Trying to force 
the target into some obviously suicidal will definitely give the target another roll. 


Levitate - (PS: WIS -3, Cost: 12, Maint: 2/Rnd, Rng: Self, Prep: 0) Allows the user to levitate 
at a rate of 1 foot per second. This is the user's body weight only. Each additional 25 lbs of 
load lowers the PS by -1. 


Molecular Manipulation - (PS: INT -3, Cost: 6, Maint: 5/Rnd, Rng: 15 yds, Prep: 1) Allows the 
user to weaken the molecular bonds within a structure or object. When something then 
stresses the affected object, it breaks. Psionicist creates a 'breaking point' of 2 square 
inches per round. Deterioration is across a plane; that's 2 dimensions, not 3. One round of 
work is enough to fatally weaken most objects, such as swords, ropes, or an iron bar. 


Adrenalin Control - (PS: CON -3, Cost: 8, Maint: 4/Rnd, Rng: Self, Prep: 0) By controlling the 
release of adrenalin, user can give himself a temporary boost in physical attributes. A 
successful PS gives the user 1d6 additional points of STR, DEX, or CON. These points can 
be distributed however the user wishes. 


Biofeedback - (PS: CON -2, Cost: 6, Maint: 3/Rnd, Rng: Self, Prep: 0) Can control the flow of 
blood through one's body, staunching wounds and minimizing damage from blows. As a 
result, user takes 2 less points of damage from any injury and has their AC reduced by -1 
(making their AC better). 


Cause Decay - (PS: CON -2, Cost: 4, Maint: NA, Rng: Touch, Area: 60 lbs, Prep: 0) Causes 
instant decay on inanimate objects; metal rusts, wood ages and splits, cloth turns to dust. 
DM rolls save vs. acid for item touched, although user IS NOT secreting an acid! Decay 
takes one round. 


Chameleon Power - (PS: CON -1, Cost: 6, Maint: 3/Rnd, Rng: Self, Prep: 0) Changes the 
coloration of equipment, skin, and clothing to match the background. As user moves, 
coloration changes to continue matching background. If still, user cannot be detected short 
of magical means. If moving, PS -3 is required to stay hidden. Urban settings are much 
harder to blend into than natural ones. 


Displacement - (PS: CON -3, Cost: 6, Maint: 3/Rnd, Rng: Self, Prep: 0) Just like a Displace 
Cloak power. AC is improved by 2 and first round of ranged attacks always miss psionicist. 


Double Pain - (PS: CON -3, Cost: 7, Maint: NA, Rng: Touch, Prep: 0) by touching another 
person, user greatly reduces their pain tolerance. Damage from attack is doubled, but only 
half is real. When targets total of real damage and pain reduces targets hit points to 0, 
target passes out for 1d10 turns. 


Graft Weapon - (PS: CON -5, Cost: 10, Maint: 1/Rnd, Rng: Self, Prep: 0)Can graft any 
one-handed weapon onto your body, giving you a +1 to hit and damage. 


Lend Health - (PS: CON -1, Cost: 4, Maint: NA, Rng: Touch, Prep: 0) Can transfer hit points 
from users body to targets body at a ratio of 1:1. Target cannot go above maximum hit 
points. User may not reduce himself to less than 5 HP. 


Attraction - (PS: WIS -4, Cost: Contact, Maint: 8/Rnd, Rng: 200 yds, Prep: 0) Creates an 
overwhelming attraction to an object, person, place or action. He will do whatever seems 
reasonable to get close to the object of his attraction. 


Aversion - (PS: WIS -4, Cost: Contact, Maint: 8/Rnd, Rng: 200 yds, Prep: 0) The target gains 
an overwhelming aversion to an object, person, place or action. He will everything he can to 
avoid it. He will refuse to approach within 20 yards of the object of their aversion. Contact 
must be maintained to maintain aversion. 


Daydream - (PS: WIS, Cost: Contact, Maint: 3/Rnd, Prep: 0) Can cause someone's mind to 
wander. This only works on creatures of INT 14 or less, and only on creatures not intently 
concentrating on a task before them. Once affected daydreamer pays little attention to his 
surroundings, making it easier for someone to ambush him, sneak past him, pick his pockets, 
etc. 


ESP - (PS: WIS -4, Cost: Contact, Maint: 6/Rnd, Prep: 0) Can read someone else's mind 
(surface thoughts only). Language is no barrier. 


Psionic Blast - (PS: WIS -5, Cost: 10, Maint: NA, Rng: 20/40/60 yds, Prep: 0) This is one of 
the psionic attack forms. It is a wave of mental energy that can jolt the target's mind. If this 
power is used against a target that has already been contacted, subject must save vs. death. 
Failure means that 80% of target's remaining hit points have been lost, but only in his mind. 
Target will pass out when other 20% of hit points are lost. At medium range, PS is reduced 
by 2, a long range by 4. 


Cannibalize - (PS: CON, Cost: 0, Maint: 0, Rng: Self, Prep: 0) User may convert his own CON 
points into PSP's at a rate of 1:8. CON loss is not permanent, but it is long lasting; 1 point 
returned per week of quiet rest. Also, HP bonuses and other stats are appropriately reduced 
when CON is lowered using this power. 


Stasis Field - (PS: CON -3, Cost: 20, Maint: 20/Rnd or 1/Rnd, Prep: 0) A stasis field is a 
region where time slows to a crawl and energy is reduced to a fizzle. This field surrounds 
the user like a bubble. It can have any radius the user wishes, up to 1 yard per level. The 
field can be centered on a locale and the psionicist may step out of it, reducing the 
maintenance cost to 1 per round instead of 20 per round. 

From outside the field appears as a shimmering globe. Outside pressures encounter a 
slight resistance, then slip in. Time inside is 60 times slower than without. This makes 
missile weapons useless and easy to dodge (as though they would actually hurt if they hit). 
Energy released by spells dissipates away. Individuals inside the field do not notice the slow 
passage of time, but when they leave they may be startled at the hours or days that have 
passed by. Inside of the field everything outside has a hazy or murky appearance. 


